i A ee Em De! ' 


* 














Sy 
we L. wary 


x 


en, 


~~ 
| ee ine... 
( na Uae 








- eo) 4c : { re > 
os 5 | 0 aie a 
ie ec il er 
: CS) payee " | 
Find ae 1 
a oe 
sora ae Sa . \ 
= why * | 
sia 4 | 
: | 


$8.50 CANADA ’ 
4 














03368 








FALL 1998 
71486 





| 








0 


WAWAWAUC Leto Celie Ht ie 


E 
i 
















The Hummer is back and 

' better than ever! Get 
behind the wheel and tear 
through the backcountry 
_where the terrain is as 

_ unpredictable and 

- threatening as the real 
thing. Puddles splash, 
_mud sloshes, leaves fly 
' from the wheels, trees 
_ shudder, logs smash 

| apart, and boulders fall 









finish. Off-road 
-mayhem at its best! 
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HardBall’6 


Gives new meaning to | 
“take me out to the ball | 
game”-including all 30 | 
Major League Baseball 
stadiums and teams in | 
3D. Motion-captured | 
polygonal players | 
include minute 
details such as | 
names, numbers and | 
authentic team 
logos on their 

= uniforms. Just try 
| to hit this 

| 90MPH fast ball! 


- Now 
Available | 
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‘Tha 3Dtx interactive logo is a trademark of 3Dfx Interactive, Inc. All Rights Reserved. 
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' Test Drive Off-Road 2 & 
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Test Drive 5 wen ae 
‘ “ eh —~ vi + 
» Bigger, Badder, Pers a 
! 40  —_— 


‘Faster! The clash of 
=e) modern super cars 
"with muscle from 
the past contin- 
"ues. 28 cars, 
| 17 tracks, split- 
screen mode, 
branching 
tracks, and 
photo- 
realistic 
graphics 
make this 

© the ultmate 
ie racing 

» challenge 
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Redilin 
NedINe 



















The future of gang 
warfare! Work your 
_ way through the : 
© gang ranks by foot ieee? 
or vehicle through | bs 
: fully destructible 
| 3D environ- 
' ments. Wage a 
one man cru- 
| sade, or head to 
» the Arena for 
insane 
multiplayer 
action. 






; - Christmas 
1998 










E WENT 92 YARDS, BROKE Two 
TACKLES, JUKED ONE CORNER AND BLEW 
THE NUMBERS OFF THE FREE SAFETY. 

C’MON, LET THE GUY DANCE. 
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Football doesn't get any more real 
than) NFL GameDay 99) This year, 
Sie. we've given NFL GameDay ‘99a 


Stadium fullof new'features, like 
all-new graphics and gameplay, 
brilliant sportseasting by Dick 
Enberg and Phil Simms, and 
Authentic Football Intelligence: a 
new innovation which) has players 
thinking and reacting just like they 
doin the'pros. NFL GameDay ‘99 
by 989 Sports, Take’a few snaps and 
youll see why it's the best-selling 


footballigame'around. 


Ea MEDAY 


GE] 





(design's a registered tradenark of ihe National Football 

Seana TWE1998 NELPIPiayers Inc 

on a Gevyeloped by 989)Sportsiand REMAETD 
| Sports and 989 Sponis jogo are trademarks of 

seal apaaios es Theao iriameve Goose 

ne. Sony Computer Entertammentilogolls a 

marks of Sony Computer Entortainment Inc: 





www.989sports.com 








Hi) PlayStation! 
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Technical help fram the experts. }~ é 
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Misc. news'and tidbits from the 3D world. 

FF ond KR 
An in-depth look at Raven Software's fantasy 
action/adventure game, Heretic Il. 


atelal 
Previews of upcoming games. 
F Wari) 
Banshee — 3Dix’s ultimate 2D/3D chipset. 
2 : es fin = 
Profile on 989 Studios and their first wave of 
3D hardware-only software. 
: r y Tifeiies 
We tell you what's worth buying. And what'to 
avoid at all costs. 
mean | 


Voodoo Speed Wars — we clock the cards, 
z = a 2 
Hands on hardware. Cool stuff for your PC. 
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Paul Jensen sings the praises of Glide as a 
development platform. 
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PATCHES SUCK Es pA. ; 
es, patches, patches! Ihate get close enough to touch, ,,. 

oy ae ese like youcan’t having me maced or beaten M ay 
even get aigame out of its shrinkwrap security escort. Out of Fespect fo, he 
these days without first downloading kindness, I only drooled on 
five or ten megs of update files toeven shoulder a little bit. 


get the damn thing installed. There 
have been some serious offenders in 
the past year; for awhile, Quake 2 had 
almost daily updates, making ie 
virtually impossible to jump into a 
Quakeworld game without checking 
every server first, while Unreal still 
isn’t working correctly. And in 
a fabulously boneheaded move, 
Accolade’s Deadlock 2 shipped a few 
months ago with an eleventh-hour 
bug that prevented the enemy Al from 
working. Hello? If your game is going 
to take 14-20 months to develop, 
please don’t let your. publisher. rush 
you to press at the last second. Take 
an extra week to thoroughly test your. 
title. Ignore the spam on the internet; 
would you rather have.aifew people 
complaining for.a\week or two about 
shipping late, or/a\whole lot of people 
angry for. months over broken 
software? My favorite sarcastic saying. 

tese days is, “Any game that ships on 
ally not a good game.” 
Wheniit’s done” really is 

jgame’s release. 

doubt tell fromthe 
| ion, I'ma total 
phreak. When Fox Interactive 
















told me that I'd get the chance to meet 

Gillian Rrciercontclivine E3, I'could 
hardly control myself. Forti Ms: 
Ane rer 1s a Teal/ 
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igh Curtis Circulation Services, 

same. Ur manuscripts cannot be returned or acknowledge oe 
iraphics, Voodoo Rush and Voodoo2 graphics are trademarks of 3DIx 
in these pages are trade names or trademarks of 


Hope you enjoy this issu af 
all the miles we clocked in Setting. 
together. To assemble this fine ,°' 
of video game journalism, our ie : 
have taken us from our humble ‘ : 
quarters in the Silicon Valley to «" 
varied locales as Detroit, Aust 
Dallas, Madison, Atlanta, Chica ; 
San Diego, London and Los Angels 
Special Voodoo shout outs go to 4, 
hard working people who helped, 
hook up with various producers ang 
designers: Kerstine Johnson@A Clivisig, 
(at the time), Allison S troll@FAs, 
Gary Keith@Eidos, Jennifer Emert@|g, 
Storm, Kristin McEntire and Teres, 
Potts@Origin, Doug Zartman@Bungi, 
Marci Ditter@989 Studios and Patri¢ 
Fitzgerald@Midway. These folks mad, 
much of our: travelling smoother tha 
wed hoped possible. 


CHRIS KRAME; 
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Windows® 95. = . : 
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Microsoft Corporation. The ratings (conilé @ trademark of thelliiiemctve Digital Software Assocation. Al Tignisl Fesenre 


DICAL RATES PENDING AT SAN MATEO, CA AND ADDITIONAL 


er service, write: Voodoo Custome! 
Entire contents copyright C1998, Dimension 
Interactive, Inc. “Woodoo Magazine” Is a trade 

their respective companies. PRINTEDIN THE 


the eff are these peop! 


(and what are they playing? 


3 | areg Off 

artho O w Greg is one of those rare guys who can go through life being ¢ 

rant, undeniably clumsy and, at times, tragically unlucky — ye 

succeed at what he does. Luckily, he’s in the business of playin: 

video games, not operating heavy machinery. When not contri 

Greg spends most of his time trying to clean and organize his de 
attending to his duties as Editor-in-Chief of Dimension Publish 
PlayStation magazine, PSExtreme. While rumors abound that G: 

the “nicest guy in the industry”, he has been known to go off the 

time to time... Just don’t go and ask him if he has any relatives name 1 Jac 


ee rm E © NFL Blitz (PSX) © Medievil (PSX) ° Thunderforce V (PSX) _ { ate io a 3 
crew = cott = b= — e Unreal (PC) © Spyro the Dragon (PSX). : ; . | on fi 


: , : 4 J 
( rest any lingering "Video games are a waste of your youth" ave \ / Ah j t t | E j Ps: dl, — 
his 4 y is quite happy with his career good for- . = i Sel I a 
byhis folks, Andrew is quite happy : OK, Dave admits that last month's bio was a complete fabrication. Atles LETaYe | in g 4 this pele {4 5 | 6] to q a 
about poetry... The best way to describe Dave? Remember that guy in hiel : a - 
that ne really, really popular? He was invited to every cool party, h: all ; (off F5 of father. Ye dren afterwards: 1,000,000 to 1. 
chasing after him... probably captain of some sports team. The teachers loved a 
his motivation and he was considered a natural leader of the students. Everyo a 
or's Series (PC) ° Unreal (PC) °DiebytheSword(PC) |) jnew that THIS guy would go on to do great things... Do you remember that guy; 
a AS) Dave knew a guy like that too, and hated him. ~ 


+ with enough time on his hands to be a sophomore at 
University and play many games. Through a random alignment of 
bhed his first gig at age 16 with the Dallas Morning News 

oy Chris at one of his previous PR jobs). There he wrote a 

for two years, and attempted to beat the hype out of the gen- 


° Pocket Fighter (Saturn) © Vigilante 8 (PSX) by. 
that Mike likes playing eames or, after finishing at Stanford * Quake 2:The Reckoning (PC) * Unreal (RC) « MAME32 < cs 
ir two Silicon Valley startups, his head probably would have VAIa 7 ia 
nust have been addled by the experience anyways, since he invest- WAV E€ \ In d In g j 
Watching his investment shrink led to newsgroup reading President of Dimension Publishing and godfather of Voodoo Magazine, 
sting fed to his current status as an online journalist at 3D generation gaming fanatic that has played on every gaming system known t 
{ Voodoo Extreme), a position that requires no formal educa- He sports over 5,000 games in his collection — including every 
figure) but allows him to have fun clearing up technical issues System tile, every Lynx title, every Colecovision/Adam game and ove 
games (Freak! — ed.). Dave likes cheese so much, his gall bladder 














g Commander: Prophecy (PC) e Elder Scrolls tl (PC) is 


c © NFL Gameday 99 (PC) ° Spyro the Dra PSX 
femix (PC) © Hellfire (PC) ¥ Se Mote Receeoenea 


© GEX: Enter the Gecko (PC) © Moto Racer 2 (PC) ae 


a Scott Wolf ~ a | . SS Ge ee 
Wiiter who can't believe that he actually makes a living Scott Wolf...hmmm... Isn't he the guy that some gutless other PC Gaming m ro Bae cose 5 g Seow | | : » ‘ge 


: 
ine sacked for having the audacity to talk about perfectly inn cent yet clo cere = i] 


mes. Presently, he contributes to Voodoo (duh), GameWeek, : 

oa aa a ae Today. ue can guarded "secret" industry practices in print? Yep, that's him! f : — = Nyt 9 Thi g Y al 20 Ys =f = _| 

) até at night on GameSpy. Do a search for out of the gutter, stinking of cheap sak: i n = —e as MIOTOCN = a 3) eas 
willing to be humiliated by you. When not playing video B 2 deriopeare nt se ut raver 8 7 4 «9 


: and now that the medication seems to be evening outwe've ac e sk stunts and even sicke) Boredom tsa fopr-leiter war 
to the fullest with the love of his life, Karen. g Out we've got ick stuns and € 16K 


chair, churning out the same lovable brand of crap you've all cometo know, love crashes. 16 get-son er are D>. 
and respect. 3 
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anly years slaving as a Marketing/Public Relations mon- a ‘iggy . Y igston 


enjoys playing all these games, but hates that he occa- Yiggy am Bizarro. Yigey hate computer games, am too co 
ing them long enough to write about them. Chris also ple, happy games, where Yiggy de. 
much, but Unreal no run on Yigey’s slow-ass computer. Sor 
angry with slow computer, then Yiggy must smash! Then, Y eae . 
Ee ‘ { ek ) Motocross Manness 
0 (PC) © Starsiege: Tribez (PO) ; = i 


° Banjo Kazooie (N64) e Mega Man Legends (PS 
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3H TALK TECH 


K TECH TALK TECH T 


TECH TALK TECH T 


Die By The Sword Fans React To Review 


T really enjoy your magazine. I've been 
thoroughly impressed by it in all aspects, 
except for your reviewing standards. 

I site as an example in issue 2 you 
reviewed both Forsaken and Die by the 
Sword. You mentioned that the reason you 
gave Die by the Sword a poor review was 
because of its lough-to-master control sys- 
tem. Then you give Forsaken a great review 
and mention that it’s tough-to-master con- 
trol system just makes it that much more of 
a challenge. Do you see the inconsistency 
here or is it just me? ; 

You're still a new magazine and I think 
you need to set some clearer guidelines for 
your reviewers. I bought both games and 
found Forsaken to have excellent graphics 
but boring repetitive gameplay and mind- 
less mazes. Die by the Sword definitely had 
poorer graphics but the gameplay was 
solid. I really enjoyed the VSIM control sys- 
tem (being an old fencer I could really 
appreciate its realism). It wasn't that diffi- 
cult to master. It also had a more cohesive 
storyline. Multiplay on both games were a 
major let down. Overall I much preferred 
Die by the Sword and will refrain from lis- 
tening to your reviews until you set a stan- 
dard. : 


Just my 2 g.p. worth. 
Lycaeon the Arrogant 


Dear Mr. Arrogant, 


; It's just you, I don't see the inconsistency. 
You're generalizing just a tad with the control 
system argument. I didn't like Die By The 


Sword for many reasons, primarily due to the * 


wackiness of the VSIM controls, which I felt 
hindered the game's overall response time and 
playability. [also thought the visual quality of 
the game was poor and that the level designs 
were repetitive and boring. In Yigey's review of 
Forsaken, he did mention that the controls are 
“complex,” but doesn’t feel that this detracts 
from the game experience. Yes, Forsaken does 
have tric controls because of the game’s true 
of freedom, but their control scheme 
loads more sense. There is a difference 
between the complex controls necessary to move 
in 360 degrees and the stiff, overly-complicated 
button mashing of VSIM. Cohesive storyline? 
Save te helpless Princess from hordes of orcs 
and goblins? Don't get me started. ay 
Here’s our standard: each of our reviewers 
plays through a game and writes up a compre- 
hensive review of the title based on his or her 
own reactions. I consider the people who write 


for Voodoo to be a very knowledgeable bunch, 


with years and years of experience with games 
— some of us even have experience from the 
inside” of the industry. We're going to look at 


the games we review in a serious manner, A lot 
of game books tend to give each and every game 
very high scores, but I don’t feel that does jus- 
tice fo our readers. Games that receive an 
Editor's Choice seal are going to be the ones that 
realli y deserve it. On the flip side, games that 
recete average scores are just that; not every 


title has to be the be-all-end-all for people to be 


MAIL 


entertained by them. Ultimately, if you don’t 
agree with our reviews, feel free to start your 
own website. 


Voodoo To Go 


As you might be aware, itis very hard to 
find Glide/Voodoo on a_notebook/ 
portable, so [ have a few questions I hope 
you will find time to help me get an answer 
on or pass them on to someone who can. 

Are there any mobile products (not 
docking stations) that can accommodate an 
existing Voodoo or Voodoo 2 card? | am 
thinking of something that I can bring ona 
plane and use in a hotel. 

1) Will the power consumption of the 
Banshee be appropriate for notebooks? 
Any plans with any vendors? 

2) Last question: When will an OpenGL 
ICD be available for any and all of the 
Voodoo based cards?” 

Regards, 
Erling Hoigaard 


Erling, 

It'S not just very hard to find Voodoo on a 
notebook, it's impossible, 3Dfx does get a lot of 
requests to produce a laptop card, but there are 
just too many factors working against it. 

The biggest downer is simply the limited 
Space within a laptop. I know that companies 
have come a long way towards decreasing the 
Size of components in the little buggers, but it's 
still really hard to jam a board full of memory 
into their guts (plus, the overheating problems 
could be a nightmare), 3Dfx was testing ideas 
for laptop acceleration at one point but they 
found that when You switched into Bacieeey 
mode, you could almost see the battery power 
being sucked dry. Portable games aren't any fun 
if you can only play them for ten minutes at a 
time. It seems that you're Sing to have to stick 
to Solitai StarCraft and Civilization on your 
plane rides for the time being. ea 
ath fo your last question: head over to the 

fx web Page to download their Beta OpenGL 


drivers. They're pre S fs 
ee pretty robust after nearly a year 


Hi. First of all, | Want to say that you 


euys haves reat magazine and Website, 
and I think itis totally worth the 13 dollars 


to subscribe. Anyway 

questions. #1: ree ae ae 
amond Monster 3) raphics ee 
{08 I was wondering if you auc 
een of the card and use SLI ath 

MB and 12MB combo? #2: Is Dia 
Pun au a rebate for emesis 
al = i owns a Monster II card and wa : 
Yy another? And finally, #3: is any He 
pany planning on releasing a AEN 
at comes with two so you couldh aa 
fora better price? Thanks for your pie a 
keep up the Great work on yo geet 
see unine your magazine 


Jason Rulien 


Jason, 


Your first question is one of the bigeest 
queries we're getting these days. The official 
word from 3Dfx ts that you cannot combine an 
8MB board with a 12MB board in SLI. The dif- 
ferent memory configurations prevent them 
from working together in scan-line interleave 
mode. 

Diamond does have a rebate deal going 
Monster 2 3D owners who purchase HHA 
their website. Check out their web pact 
www.diamondmm.com for details on thei 
MegaMonster program. 

And finally, yes, a few companies are looking 
into packaging two cards together in a single 
box to save you both time and money. Hercules 
is considering taking this route with their new 
card, the Stingray 2, and, of course, there's 
Quantum 3D's mondo SLI-in-one-card X-24, 


Shoot Them Nazis! 
Dear Voodoo (one word, gotcha), 


lam an avid first-person-shooter fan, but 
occasionally feel the need to hop in my F4U 
Corsair and tear up some Japanese Zeros. 
However, I cannot find a single 3dfx sup- 
ported WWII Flight Sim game. Help me 
Voodoo-Mag-Kenobi, you're my only hope. 


Howard Thomas 


Howard, 
; Man, are you going to be one happy Nazi- 
smashing, Tojo-bashing mofo this Fall. Not only 


does Origin have a Janes-branded WWII flight + 


sim, Fighter Aces: Europe 1944, but Microsoft 
is releasing Combat Flight Simulator (set in the 
European Theater), and Activision has 
Screaming Demons Over Europe on the flight 
deck as well. Also, check out Scott Wolf's review 
of WarBirds 2.01 on page 76 of this issue. 
Mint $ just the tip of the Axis iceberg: expect to 
e few more dubba-dubba two flyers next 


Vanilla Voodoo 


Dear Voodoo, 


How long do you think we " lain vani 
la Voodoo" users have till Glide ane 
aren't worth running anymore because they 
wl all be optimized for Voodoo 2? And do 
y ou pees will drop lower, 
Ike Voodoo 1 when wi 
Suckers bought them 1.5 yr. 5249 
and then prices dropped to Scie ee 
cally when Voodoo 2 came out? 


technology ever be affordable 


lifetime? in its own 


JMW 
IMW, 


Tn my opinion, you're 


ning your “plain vani 
n nil 
With the re s 


Graphics ha 


still going to be run- 
es @ Voodoo” well into ‘99, 
amazing drops in Voodoo 
rdware prices, there's suddenly a 


Ce 
. 
— eee eee ee ee - - - 


few hundred thousand new Voodoo owners out 
there for companies to sell products to. With all 
these Voodoo cards around, publishers aren‘t 
going to want to completely alienate that audi- 
ence. So start saving your money now and pick 
up a Voodoo 2 card in a few months. 


To Dream of Future Nerddom 


Tam nota programmer but have a dream 
to be one someday. What I would like to see 
in the next issue is some techie stuff on the 
voodoo graphics (1 or 2) hardware and how 
it is utilized in code and some stuff about 
Glide and how certain things are done. You 
could break this up in parts (for example: 
voodoo for beginners, intermediate, 
advanced either in each issue or as a 3 part 
series). It would probably work well to have 
3 parts for each issue with each issue cover- 
ing a different topic. What do you think? 


Jeff Abbott 


Jeff: 


An interesting idea, and one we're currently 
discussing with 3Dfx technology guru Gary 
Tarolli. I’m not sure to what extent we'll delve 
into this side of 3D graphics, but if enough people 
are interested, we might just put your ideas into 
action. Are there enough aspiring young coders 
out there who would like to get a little tutoring 
on the insides of 3Dfx technology? Send us a line 
to let us know. 


Y Voodoo Kan’t Spell 


Need someone to proofread the mag? 
Caught a few spelling and grammatical 
errors with the premiere. 


Patrick Scott 
Deer Patruk, 


No tanks, wev god it al undr contrl. Errs r 
just part of r fiksie charm. 


Voodoo Killas 


I would like to know what you guys think 
of all the new chips coming out, saying that 
they are "Voodoo 2 Killers”. [have a Voodoo 
1 and I'm thinking to upgrade... but don't 
know if I have to wait for the other chips or 
go for the Voodoo 2.... The problem is that 
the Voodoo 2 is kinda EXPENSIVE!!! What 
do you think??? 


Thanks! 
Jan Janura 


Jan, 


There are a bunch of new chipsets out there, 
with more coming in the near future, but my 
opinion is that 3Dfx Voodoo 2 technology is still 
the best bang for your buck. Of course, that’s 
coming from the Official 3Dfx Magazine, so 
what am I going to do, recommend you buy 
someone else’s product? Seriously, if you check 
around, everyone's going to tell you that Voodoo 
2 is king of the hill — heaven forbid you simply 
take my word on it. Yes, Voodoo 2 cards are kind 
of expensive right now, but the great swami pre- 
dicts that prices will begin coming down this Fall 


as more hardware companies begin releasing V2 
cards. 
eee eee ee ee ee 


Hurray For Free Voodoo 
Hey there, 


Just received my first Voodoo Review 
newsletter. I must say that it is extremely 
well put together because 1)lt is easy to read 
2)Itis actually filled with useful stuff 3)It has 
just enough opinion to let us know that the 
whole thing was not "cut, paste, send”. 

I happened to be in a CompUSA recently 
and saw the Summer 98 issue which I picked 
up, this led me to the web site, which in turn 
brought me to subscribe to the review. This 
edition of the review has helped me to sort 
out two things that had really been bugging 
me lately. I'm now going to pick up Decent 
Freespace. 

Can't wait for the next issue/review/ web 
update (yeah right! :-) heh 


Steve V. 


Did you know that you can get some free 
Voodoo just by sending us some email? Dave 
Whittle, Voodoo Magazine's on line correspon- 
dent has been e-publishing a free newsletter for 
the past two years, the Voodoo Review. If you'd 
like to be kept up on the latest happenings, drop 
Dave a line at VR@voodoomag.com to get on the 
mailing list. Dave sends out the VR about once 
a week, and also caches past issues on the web 
site. Check it out. 


Unbiased? Us? You're Kidding 
Dear Voodoo, 


I just picked up Issue 2 of your magazine 
and I have to compliment you guys on hav- 
ing the only “official” publication that is 
clearly unbiased. 

As Iam looking to buy my first computer, 
I am making a Voodoo 2 accelerator a high 
priority. Which kind and what specs would 
you recommend? 

Keep up the good work and look for my 
subscription notice in the mail. 


Andrew Gehly 


Andrew, 


What're you talking about? Of course we're 
biased! We're the Official 3Dfx Magazine and, as 
far as we're concerned, all other 3D accelerators 
suck. Is that a bias? You bet your sweet bippy, 
brother. But it is a realistic bias. As I speak with 
more and more developers, one fact continuously 
emerges: yes, their games do support other 
chipsets, but 3Dfx is the one they're actually 
designing their titles on. Everyone I've spoken to, 
from the lowliest testers to the biggest names in 
‘gaming, all sing praises about the quality of 
3Dfi's technology and developer support. So, yes, 
we are slightly biased, in that we won't be 
reviewing cards with other chipsets. But then 
again, you wouldn't be sending a letter like this 

to the Official Virge Magazine, would you? 

As for which 3Dfe card you should invest in, 
flip back to our comprehensive guide to all things 

Voodoo 2 an page 90. We ran tests on a butt load 
of cards, and compared pricing, software, perfor- 
mance and extras across the board. Read the 
results and decide for yourself. 


Poo-poo to P2 


First of all you guys rock! Great mag! 
Now to my point... I'm sick and tired of peo- 
ple saying that you need a Pentium 2 and a 
million megs of ram and a 17 inch monitor 
to fully enjoy 3Dfx, Voodoo, Voodoo 2 and 
D3D games! Those of us who can't afford all 
of that stuff sometimes feels cheated if we 
don’t have all the latest hardware! All of my 
games run just fine and all I have is a 
Pentium 166 MMX, 64MB RAM,16x CD, 
Sony 15 inch monitor and an 8MB Monster 
3D 2. I for one don't have any problems run- 
ning Quake 2, Forsaken, Unreal, G-police, 
and I have about 12 other 3dfx games! They 
all look great and play just fine! People need 
to realize that games are meant to be fun but 
somehow some people forgot that! 

Games are meant to be run at a certain 
speed... so let’s say a certain game runs best 
with a Pentium 166, then it’s not going to 
matter if you have a dual Pentium 2 
400MHz because games are only gonna go 
as fast as they were written to go. And if you 
go by a faster Pentium equaling faster play, 
then you won't be able to even see what 
you're doing. One more question: why do 
games seem to always need to have patches? 
I mean, you pay $40-50 a game and you 
would think that they would get it right the 
first time! Instead of being worried about 
getting the game out in a hurry, they should 
be worried about getting the game right! 


kwasland 


Lots of good points raised in your letter, my 
friend. You don’t always need the latest and 
greatest Pentium Gagillion to run your games. 
I’ve got a pretty basic Pentium Pro 200 at home 
that I use for playing in my spare time (not that 
there’s a whole lot of time to go around), and it 
does a pretty darn nice job, especially with those 
2 Canopus Pure 3D I's in there. Intel does have 
a nasty habit of introducing a new processor 
every six months, and it can be quite expensive 
to keep up with the billion dollar company. Most 
games are still targeting 166 MHz systems as the 
basic gaming platform and, with some help from 
YyORrSDyk Chipsets yoru sneMl abe ee PT pty 

most games with little trauma. 

On the other hand, it sure is nice fo play 
games on my top of the line Falcon Northwest rig 
at the office. Despite what you may think, proces- 
sor intensive games like Unreal and Quake 2 do 
run a lot faster and much more smoothly on high 
end systems. I can play Unreal at the office with 
all the graphics features turned on, but at home 
I’ve got to turn a lot of the special features either 
down a notch or off entirely. 

I totally agree with you, I'm also growing real- 
ly tired of the patch madness that seems to have 
gripped the game industry — see my rant at the 

beginning of the book. 


Tf you're crazy enough to send 
more mail, senv it to: 


Goovoo wypaga3zine 
1175 chess Urive-suite e 
foster city.c3.94409 
mail @ucovoomag.com 


Woopoo- u 
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Actual gameplay screen shot 


It was four years in the making. It has been the most anticipated game of all 

|. time. ‘And itis like nothing you've ever seen - or played - before. Unprecedented 
_ graphics: Uncanny artificial intelligence. Unending community. Unmatched 
* gameplay. ‘And with Unreal level packs on the way, the Unreal universe will only 
“get bigger an ent better. So what are you waiting for? Get Unreal. 








: available at your local retail store 


Order direct at store. gtinteractive.com or Call 1-800-610-GTIS. 
Visits ‘unreal. gtugties:com for shareware. Downloading is believing. 


Coming Soon x. NEED A HINT? 
to Macintosh) > “ee won ee 1-900-CALL:26T 3 
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Q. Me and this guy I know have been 
disputing which is more powerful, my scan- 
line interleaved Voodoo 2s or the new 
Dreamcast. He e-mailed the Sega people, and 
they say Dreameast (even though | have a 
MMxX PII 400MHz with the dual Voodoo 2s), 
because the Dreamcast is made for one thing: 
games. So | said I will get in touch with some 
people who are knowledgeable about Voodoo 
2, and since [read voodoomag.com all the time, 
I know you guys know what you are talking 
about. Well, we are both tech-heads (me and 
this person I know), so please reply and be as 
technical as possible as to whether or not my 
PC system is better than the Dreamcast. 
Thanks. 


Crickette 


A. The Dreamcast doesn't exist yet, so I'm basing 
this from specifications that have been previously 

ted, but: 

The Pentium2 @ 400 MHz is definitely more 
powerful as a general purpose processor than a 
Hitachi SH-4. Voodoo 2 SLI delivers over 3 million 
triangles per second and 180 Mpixels of dual- 
textured fill rate. The NEC PowerVR second 

tion graphics will deliver similar triangle 
rates if they deliver on their claims, but will only 
deliver approximately 60 Mpixels of dual textured 
fillrate. , 

This is all not to mention that your Pentium2 

likely has at least 64MB of RAM and many 
gigabytes of hard disk, probably a good fast CD- 
ROM drive, and at least 4 expansion slots. The 
Dreamcast has 16MB of RAM, no hard drive, very 
limited storage capacity, and relies on a CD-ROM 
drive for all operations. A personal computer is 
capable of running any of the more than 50,000 
Windows applications that exist, the Dreamcast ts 
currently able to run zero applications, as none have 
shipped yet. While I’m sure Dreamcast will be a fine 
game console, the graphics capability of Dreamcast 
fall well below that of a Voodoo 2 SLI. Also keep in 
mind that Voodoo 2 shipped in February of 1998, 
while Dreamcast is not likely to be available until 
mid-1999 in the United States... 


Q, I just built a new gaming machine based 
on the 100 MHZ advantages of the AMD K6-2 
300 and 3Df& NOW! technology, What is the 
outlook for this design? I have found a lot of 
great stats on the net, but not a lot of hard data 
to show the advantages of running the 3D 
Now! drivers. Can you give us some more info 
on the K6-2 vs. Pentium 2 for gaming? The K6- 
2 and Super Socket 7 seem to be gaining 
popularity fast! 


Darren McCain 
A. AMD's K6-2 offers a substantial upgrade in 


the AMD product line for one distinct reason: the 
3DNOW! Instruction set. This unique set of 








ASICSDFX — 


icroprocessor functions offers SIMD (. Single 
instruction, Moi Data) floating-point math 
functionality, particularly well suited for 
accelerating many functions of a 3D graphics 
pipeline. 3Dfx has worked with AMD to produce a 
set of highly optimized Glide and OpenGL drivers 
(with D3D coming) that provide for the maximum 
benefit that this competitive technology affords. 
These drivers and Voodoo 2, in combination with 
games optimized for 3DNOW! (like Quake2 and 
Unreal) offer a level of performance that clock-for- 
clock cannot be matched by another currently 
available PC platform (for example: an AMD K6-2 
@ 333 MHz with Voodoo 2 runs Quake2 at frame 
rates beyond what an Intel Pentium2 @400 MHz is 
capable of). These benefits will also soon apply to 
games using Direct3D, as AMD has worked with 
Microsoft to optimize Direct3D for 3DNOW! 
technology. In order for games to reap the maximum 
benefit from this new instruction set, they must be 
specifically optimized for the 3DNOW! instruction 
set. Without these specific optimizations, the K6-2- 
based system's performance will be somewhat below 
that of similar frequency Intel Pentium2 processor- 
based systems, 


Q. First off, let me say this is an absolutely 
amazing magazine. Surely a lot of effort and 
time has gone into bringing readers up-to-date 
accurate information, apart from reviews and 
previews of games! I have a Canopus Pure3D 
with a Trident 9680 Linear Accelerated PCI 
2MB 2D video card. I know for a fact that the 
FPU of my Cyrix P-166+ is equivalent to a 
Pentium 100 and that explains why I only get 
11-13 FPS in Quake II (23 FPS in Quake I). My 
FPU is bottlenecking my Pure3D. Is it possible 


that the Trident is bottlenecking the Pure3D? _ 


A. Nope - when games are running on a 3Dfx 
based Voodoo or Voodoo 2 accelerator, the 2D card is 
completely bypassed, it doesn’t affect your Pure3D 
in any way. 


Also I have an analog monitor (1024x768 
SVGA but 60 Hz). Is that bottlenecking my 
Pure3D or making gameplay not as smooth? 


A. Notatall. The only potential benefit you might 
investigate to increase your performance is to disable 
sync to avoid having to wait on monitor retrace. 


Did you know that I got 9.7 FPS with my 
Trident but not in 3D mode? Not much of a 
difference, eh? I spent $295 at the time to get 3 
FPS in 3D mode. With other games, gameplay 
is good. Also, my friend is telling me that FPU 
is heavily relied upon in OpenGL games, which 
is true. He says with non-OpenGL, take EA's 
Fifa 98 for instance, there will be very little 
noticeable difference between a Pentium 166 
and Cyrix 166. I disagree, because when I play 
this game even with 64MB EDO RAM, the 
scrolling during the game is not 100% smooth, 








like when the goalie kicks the ball and the 
screen must scroll. I used a benchmarking 
program called "CliBench” and the Cyrix M1 P- 
166+ got an FPU score of 801, M1 P-200+ got 
910, and the Intel Pentium 166 got 1403. There's 
areally big difference there! Please help me out 
here! I'm hanging by a loose thread! Also, I'm 
thinking of upgrading the processor to a Cyrix 
M2333. Isit worth it? I know Intel is the best for 
games until Cyrix comes out with their ‘dual 
issue pipeline’ M3 chip called the CAYENNE. 
It is then that I firmly believe that many gamers 
will buy Cyrix chips only if they prove tobe up 
to par with Intel in terms of FPU. I'ma really big 
Cyrix fan!!! Don't forget, I'm a university 
student with tuition to pay! Thank you very 
much in advance and keep up the great work 
down there! 


Arin Aharonian 


A. Unfortunately, there is nothing 3Dfx can do to 
accelerate the performance of your Cyrix processor. 
3D graphics requires a substantial amount of 
computational power, particularly floating point 
math. Unfortunately, in order to save cost, Cyrix 
offered limited floating point capability in the M1. 
Upgrading to a faster Cyrix processor will improve 
your performance somewhat, but 3Dfx doesn't 
expect the Cyrix processors to match Intel or AMD 
for gaming until they release their M3 processor. In 
fact, 3Dfx has been working with Cyrix to help 
wring every ounce of performance for current and 
next generation Cyrix platforms. 


Q. First off, I would like to say that you have 
a great mag, excellent in all departments. I have 
a question I hoped you could help me with. I 
have a Pentium 200 MMX with 32 MBs of 
RAM, a Creative Voodoo 2 12MB card and a 
4MB Diamond Stealth 220 video card. I took 
out my 3D Voodoo Rush card because I was 
told that it might not be compatible with the 
Creative Voodoo 2 card [had gotasa gift. What 
is the best combo I can use out of these 3 cards? 
If use the Rush card with the Voodoo 2, will I 
be able to play Unreal, or will this combo 
prevent me from playing a lot of games? I hope 
you can help me out of all this mess. 


Ed Bradley 


A. Voodoo 2 is completely compatible with any 
2D graphics card, including a card based on Voodoo 
Rush. When a Voodoo 2-based product is installed 
in the system, it assumes the role of the 3D graphics 
device, bypassing your current 2D graphics card, or 
any other 2D/3D graphics card that you connect to 
the Voodoo 2 with the passthrough. Installing the 
Voodoo Rush based card in your computer will not 
make any difference to the Voodoo 2's 3D capabilities 
and will not prevent you from playing games like 
Unreal. The decision you need to make is which 2D 








card do you prefer — your Stealth 220 or your 








Voodoo Rush based 2D/3D card? 


Q. Do Intel 740 chipset based cards pose a 
threat to 3Dfx Voodoo or Voodoo? cards? All of 
the i740 cards I've seen are AGP(2) cards and 
some have video-in and TV-out (NTSC) jacks! 
At this time they're not as fast though. 


-Lowell W. Brailey- 


A. The Intel i740 is a reasonably good 2D/3D 
chip for baseline graphics functionality, and as such 
Intel has delivered a competitive product for the 
baseline markets. Voodoo 2 offers much greater 3D 
performance and capabilities than the i740 because 
it was designed as a high performance, no- 
compromises gaming platform. The fact that the 
i740 cards have TV-out capabilities has little to do 
with the i740 chip's ce or 
competitiveness. If TV-out functionality is 
important to you, several manufacturers (like 
Canopus) offer Voodoo 2 based products with TV- 
out functionality. AGP also doesn’t correlate to 
graphics performance, as Voodoo 2 on a PCI bus 
outperforms all currently shipping AGP2x 
products. AGP is simply a higher-speed inter- 
connect to the computer, which is inherently a good 
thing — but AGP in itself does not increase the 
performance of the graphics processors. 


Q. So is it true that in games that do Z- 
buffering (such as Quake 2), that] can still only 
tun my Voodoo 2 card in 800x600 max 


resolution regardless of whether Ibuy the SMB 


version or the 12MB version? I know that when 


you run 2 cards in SLI, the frame buffer - 
memory gets added together to get 8 meg but . 


I'm kinda disappointed that if I buy just one 
card that I still can't do 1024x768 without 
forking over 500 dollars for two boards. If this 
is the case, is it possible to purchase and solder 
my own memory chips to give asingle board a_ 
8MB frame buffer? I have done some circuit 
board work before and, if the chips were 
available and it would actually work, 
it wouldn't be too hard. Of course, 
understanding that it would void warranties... 

Speaking of voiding warranties, I have 
heard of overclocking. How do you accomplish 
this, what benefits would it give and what 
negative side affects might it cause? 


Paul Lemke 


A. It is true that with games that Z-buffer that the 
maximum resolution on a single Voodoo 2 board is 
800X600. Voodoo 2 boards, regardless of their 
memory size (8 or 12MB), all have 4MB of frame 
buffer memory, the other 4 or 8MB is allocated to 
texture memory. It is not possible to address more 
than 4MB of memory from the frame buffer interface 
of a Voodoo 2. 
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DU YOU HAVE A 3D fx RELATED TECHNICAL QUESTION? 


Ask SD fx: 175 chess drive.suite e foster city.ca.94404 mail@vandoameg.com 


ees means running the Voodoo 2 
chipset 3Dfx specified 90 MHz frequency. 
While Df does nit ctipor ach ones there 
are many ways to go about this and in some cases, 
there is increased performance to be had. Many of 
the Voodoo fan sites and gaming magazines have 
extensive guides for overclocking 3Dfx based 
products and some of the hardware companies allow 
you to overclock through their software drivers. 


Q. First off, I'd like to say how much I 
appreciate the advancements in the 3D 
industry that Voodoo/ Voodoo 2 technology 
has brought the gaming world. am getting a 
P2 300 and at least one Voodoo 2 card. But 
here's my dilemma; in your first issue, on page 
20, you stated that the Voodoo 2 card was a 66 
MHZ PCI device. Well, the old socket 7 style 
mother boards are a 33MHz bus and a AGP 
port would definitely increase the speed, but 
thenew Pentium 2 with the Intel 440BX chipset 
boards are 100MHz bus. Wouldn't that mean 
thatyou get justas much performance with the 
card setting in a regular PCI slot as opposed to 
a AGP slot, or not? If you still would get a 
performance boost with the AGP card, I'll get 
one. I have never seen a mother board with 2 
AGPslots, so if] buy one AGP board and a 2nd 
PCI version for SLI, will it work right or-will 
the AGP board draw the Odd/or/Even 


- (depending on slave or master) lines faster than 


the PCI. Please let me know, as I'm upgrading 
soon. Thanks, Voodoo 2 rocks 


John S Johnson 


A. Voodoo 2 operates in a 66 MHz PCIslot, a33 
MHz PCI slot, or as an AGP 1x device in an AGP 
slot. The system bus speed (66 MHz, 100 MHz, etc.) 
is irrelevant to the functionality of the Voodoo 2, 
other than overall system performance (faster 
system bus speeds, like the 100 MHz system bus of 
the 440BX chipset allow the processor to 
communicate with other system components like 
memory faster, increasing overall system 
performance). Voodoo 2 performs virtually 
identically in a PCl or AGP slot because of the way 
that it was designed; in fact, Voodoo 2 in a PCI slat 
outperforms any other currently aoailable graphics 
technology - even if that competing chip is in an 
AGP2x slot. 

You are correct in that there are no motherboards 
with 2 AGP slots - as the AGP specification is a 
point-to-point specification, not abus. The only way 
to enable Voodoo 2 in SLI is to do so on a PCI bus. 
This can be accomplished by either purchasing to 
identical Voodoo 2 based boards from the same 
manufacturer, or one single-board SLI product. It is 
not possible to connect a PCI based Voodoo 2 to an 
AGP based Voodoo 2 in SLI as the AGP port and 
PCI busses do not allow the chipsets to communicate 
over the PCI bus. 








Q. Just got my Creative Labs 8MB V2 card 
about 10 days ago. When I tooka closer look at 
the card, I noticed that the card has 4MB texture 
memory. The 3MB seem to be 83MHz Silicon 
MagicEDO DRAM, whereas the last one MB is 
100MHz Silicon Magic EDO DRAM. As far as I 
know, all RAM should be 100MHz. Should I 
return the card? The card seems to run stable at 
90MHz, tried a little overclocking at 91MHz, 
and the card locked up at 92MHz (playing 
Incoming). This card is not overclocking 
friendly. Is the 83MHz EDO DRAM enough 
reason to return the card? I've asked this 
question ina couple of newsgroups, butno one 
else seems to have experienced this. 


Per Nielsen 


A. 3Dfx has worked with a variety of memory 
vendors to qualify their memories for use with our 
products. At this time, 83 MHz Silicon Magic EDO 
DRAM is not qualified by 3Dfx for use with the 
Voodoo 2 chipset by 3Dfx, which means that 
support for such a configuration is strictly the 
business of Creative Labs, 3Dfx does not support 
our chipsets with memory configurations not 
specified by our approved vendor list. 83 MHz 
Silicon Magic EDO DRAM is not on the 3Dfx 
approved vendor list for Voodoo 2. 





Q.Thave an Intense 3D Voodoo Rush card in 
my system now and I'm wondering if] will be 
able to add a Voodoo 2 card, such as the 
Diamond Monster II 3D, next toit. [hope it can 
be done. 


Thanks, Wayne 


A. Yup, no problem. Voodoo 2 is completely 
compatible with any 2D graphics card, including a 
card based on Voodoo Rush. When a Voodoo 2 based 
product is installed in the system it assumes the role 
of the 3D graphics device, bypassing your current 
2D graphics card, or any other 2D/3D graphics card 
that you connect to the Voodoo 2 with the 
passthrough. Installing the Voodoo 2 based product 
in your computer with a Voodoo Rush based card in 
your computer will not make any difference to the 
Voodoo 2's 3D capabilities. 











Thanks to Tony Tamasi, 3Dfx product 
marketing manager, for taking the time to 
answer these letters. Remember, if you have 
immediate technical support questions, you 
can post to 3Dfx's technical support usenet 
group, which you can find through the 
company’s web site. 
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_.WELC@ME TO 
YOUR 
NEW RELIGION 


You're about’ ta experience a Heretic revelation like 
no other. Powerfully intense action. Divine 3-D worlds. 
Almighty weapons and pells. And awe-inspiring 
third-person gameplay: a true out-of-body experience: 





Revolutionary Quake*-Powered Action 
Seeing is believing. The enhanced Quake 11” engine 
delivers fluid 3-D animation and fast-moving action, 
plus stunning special effects, and a smart camera that 
stays with the action. 





Heretic Meets Third Person | 
__ You never knew it could be like this. Surrender to insanely 


Fast 


action froma frighteningly immersive third-person 
perspective. ‘Cooperative/deathmatch multiplayer has 
never seemed so real. 


HERETIC TY 


PREPARE FOR THE 
SECOND COMING 








WWWw.activision,cOM Heretic I” © 1998 Raven Software Corporation, Heretic” 1s 4 registered trademark 
and Heretic 11” ts trademark of Raven Software Corporation. Developed by Raven Software Corporalion. 
Published and distributed by Activision, Inc. Activision” 13 @ registered trademark of Activision, Inc. 

This product contains software technology licensed from Id Software, Inc. ("id Technology*). Id Technology 
© 1997 Id Software, Inc. Quake” is a registered trademark and Quake Il” ts a trodemark of Id Software, Inc. 

Ail Righls Reserved. All other trademarks and trade names are propertics of their respective owners, 








Hi Voodoo Gurus: : 
ted news. I'm your official on-line tour guide, Dave Whitlle, a licensed Voodologist. Please note that 


Gabe Your Kids, i's ime romp through entre nserch of Vode el || passed the Chris Kramer School of Voodology, a claim other "Accelerator" magazines can't make! 


the magazine you are holding is the only OFFICIAL 3Dfx magazine. Our writers have a 


buckle up and return your iry to the upright position....Please keep all hands and feet inside the magazine because it's a dangerous place out there. 
“ : a ee eee oe 


So if you're ready, 


pees eee eee eee eee eee eee 
First up on our tour is OEM-land..... 


"OEMs" are the companies that produce and distribute the products that 3Dfx designs, such as Diamond, Orchid, gia) etc. You 
probably have heard of the killer 2D/3D combo card called Banshee, but in case you've been asleep for the past few mont s tum to 
page 58 for the lowdown. So far, only a few European card developers have announced plans to create a Banshee card, These 
developers include Guillemot, Miro, and ELSA. Here in America, the guys who set the gaming world on fire with their Monster line 
of Voodoo cards have stepped up fo the plate and announced their plans to market a Banshee card. Yep, right before going to print, 
Ken Wirt, VP of Marketing at Diamond Multimedia gave us a call to tell us all about the Diamond Monster Fusion, a 16MB 
Banshee card which will retail for under $150! According to Ken, "Our philosophy is to have multiple producis going ina 
line. We usually like to go from Good io Better to Best, but this time we started with the Best with the Monster 3D and have gone fo 
Better with the Monster Fusion. The Monster II is still the ultimate gaming solution, but the Monster Fusion has a lot of potential." 


DIAMOND 


MUtLTIM”®”A EDI A 


I would say it's a sure bet that other big companies will announce Banshee plans pretty soon! 


Next stop is the wonderful world of gaming news and rumors: 


The first big piece of news on the net finds that the next installment of the Duke Nukem Forever is switching from the Quake2 
engine fo the Unreal engine. Alter showing Voodoo Magazine a work in progress of Duke Nukem Forever using the Q2 source at 
E3 that set our mouths to watering, it's hard to imagine how it can get any better. But we trust the dudes of 3D Realms to wow us anyway in 
1999... can't wait to play it! Watch their site for more info: www.3Drealms.com 


Speaking of the Unreal engine, you'll be finding itin more and more games, including one of the unlikeliest of places. The upcoming "hunting" 
simulation TNN Outdoors Hunter will have the support of all the Unreal engine's graphical toys. This game ain'tno lame 
"Deer Hunter" 2D crap, either. It's a true immersive world with 3D landscape, creatures and surroundings. With a license from the Nashville 
Network, this hunting sim will include varying climates, temperature, ground conditions, and scurrying animals... you even get to send in the 
dogs to flush out your prey. This might be an interesting change of pace over the dungeons and corridors of most other first-person shooting 
games, 


Next on our tour is the dangerous land of Voodoo fan-sites! 


The big news in the last couple months has been the sad demise of Operation 3Dfx, one of the best Voodoo fan sites, Butout ofits ashes comes a couple new sites 
that Voodoo fans will want to take note of. First up is Jeramy Allford's AGNGD. Jeramy has big plans for this site which includes up-to-the-minute news updated 
all day (including a lot of Voodoo news}, so be sure to bookmark this fine All Games Network affiliate and visit often! hitp://ww.agn3D.com/ 


The other half of the website-formally-known-as-Op3Dfx was Sander Pilon, who now has formed 3D News. This site 


has a fine interface that allows you to filter for just the 3Dfx-related news. Great design and content make this site a real winner 
| hitp://www.3Dnews.net/ 


| And speaking of Sander, he is co-creating (with Lucas Parker) a very useful new website. Want fo see 
what the latest Voodoo-accelerated game looks like? Head fo Screenshots.net ond check it out. 
Sander claims this is the biggest source of screenshots on the net and, of course, all 3D accelerated game 
shots are taken using a Voodoo card, htip://www.screenshots.nel/ 
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Spanning the globe forthe latest 3Dixnewn. 


Continuing on our tour is the wonderful work of demos... 


Anopinion first... what's the deal with these HUGE demos? Lately, we've been gelting massive demos that have to be downloaded overnight, and many of these demos only last for an hour 


{if we're lucky) or so of game time. My guess is it's the stinkin! computer game magazines with the bundled CD-ROMS fo blame. Come on game companies, just give us what we need to 


play the game for a couple hours and save the big demos for CD-ROMS! Anyway, stepping off my soapbox.... 


The first big download is Electronic Art's Motor Racer 2 demo, the sequel fo everyone's favorite motorcycling game (check out our preview 
on page 39). The demo features two single-player courses and one multiplayer course, but the retail version of the game will have 32 different tracks 
torace on. This is one game that should be on most everyone's must-buy list. hilp://www.motoracer2.com/ 


Electronic Arts is going to be cranking on some killer racing games this Christmas because, in addition to MotoRacer 2, they've got Need For 
Speed 3: Hot Pursuit coming to the PC (previewed lastiissue) . Featuring a completely re-worked and upgraded engine, NFS3 has all the Glide 
glory of the Special Edition of Need For Speed 2, plus exciting races against the police. Warning... the demo size is 30.5 megs! 
htip://www.ea,com/eastudios/nfs3/inclex2.htm! 


The biggest news lately has been a killer demo of the new first person shooter SIN. It may use the Quake 2 engine, but it doesn'tlike a thing like it. This 
one is more of a fps (first-person shooter) version of Virtua Cop (the Sega gun game], It's a whooping 34,1MB download and a little too much on the 
short side (you'll finish the demo 100X faster then it takes you to download the sucker), but it's a game that will make you want to grab your mouse and 
go blasting! Head to Activision's website for more info: hitp://www.aciivision.com 


IF your hard drive isn't full yet (and by the size of these puppies it probably is!), then take a visit to LucasArts’ site and really cram it | 

full. The latest and greatest LA adventure game is Grim Fandango (see preview on page 28), and the demo with music weighs in Je 

ata hefty 102 megs. Yep, that's not a misprint... One hundred and two freakin’ MEGS! Fortunately, you don't have to download the 

entire game, movies, music and sound fo enjoy the demo. I'm wondering if anyone has? They either have a lot of exira time on their hands or a direct T] connefion to 


the internet. htip://www.lucasarls.com/products/grim/grim_demo.him 


Now step this way to the wonderful world of patches! 


First up is an awesome upgrade fo an already awesome game. Battlezone caught the 3D gaming world by surprise. No one expected thata game 
named after an old arcade game would have such depth of gameplay and killer graphics, but the new Battlezone left us stunned. And if you think 
you've played it all, wait till you see what Activision has done with it, The latest (and probably last) patch for this game isn't just bug fixes, but a nice 
upgrade for us Voodoo owners. Check out the "large assets" explosions of this patch to see what Voodoo? gaming is all about! A must-download for 
anyone who plays BZ. htip://www.aciivision.com 


! mentioned MotoRacer 2 in the demos section,-but what about the original game? Voodoo? users were disappointed fo find out that when they upgraded to the best 3D card available 


they couldn't play the championship part of MoteRacer without it locking up in the victory scenes. Now there's now a patch that will fix this, so you can play all the championships you 
want with the awesome power of Voodoo2. fip://fip.ea.com/pub/ea/demos/mote_racer/motodemo.zip 


Itisn't available yet as I write this, but Sierra On-line is planning a mega-pateh for their hit WW1 fying sim Red Baron 2. This patch will 
take your old "non-accelerated" RB2 game to new heights as Red Barron 3D. It will add a newly redone flight engine with native Glide 
support. Be sure fo watch the Sierra site for this one! hitp://www.sierra.com/titles /rb2/hiband/index himl 


} Lastly, Carmageddon was the last game that matiered that didn't have support for Voodoo 2, and 

| now that’s a thing of the past, You can download the Voodoo 2 patch for Carmageddon and play 
this sick-but-fun racing splatterfest on your Voodoo? card. "Gentleman, start your weapons of mass 
destruction..." hitp://Wwww.carmageddon.com 


That's it for this tour through the wonderful world of Voodoo, Thanks for stopping by, and don't forget that all REAL Voodoo fans are subscribers fo the newsletter version of the Voodoo 
Review. It's safe, it's free, it's fun, and we don't even sell your e-mail address to any promotional list... promise! Just write me at vr@voodoomag.com and say "Dave, slap 
me on that newsletter mailing thingy" and it will be done, 


Now what are you waiting for? The rest of this great issue awaits, and | gotta go play with my new Banshee card. SCRAM! 
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-RAVEN Software, the - 
pride of the Madison, WI, 
game development scene, — 
readies the next chapter in 
their on-going fantasy — 
saga... Heretic 2 






7) aven was founded in 1988 by University of Wisconsin grads and 
{\_ brothers Brian and Steve Raffel. The original team of five was fairly 
/ © tiny, even by the standards of the day (these days, the company 


game, Shadowcaster, which used code that was basically halfway between 
Wolfenstein 3D and Doom, and provided the company with an early in with : : 
| the man who would quickly prove hiniself to he one of the industry's top 3D-_ ‘FROM LtoR. Brian Pelletic 
programmers. -.-*) 7 
Raven then beean a working relationship with id, and developed games for 
_ them using their technology. Since Raven was able to use id's existing 3D 
engines without haying to spend resources developing their own, they were 
able to focus on developing unique games while improving upon that code 
base. In 1994, the first Heretic used Doom's engine, followed a year la ter by 
Hexen's usage of Doom 2 code, and firrally, last year's Hexen 2, which was 
the only game to utilize the original Quake engine, Each game showed the 
Company's ability to take id code and beef it up with their own twists to the 
first-person genre. Their games quickly became known for massive artistic 
improvements, and it was easy to recognize Raven's signaturé touches in 
objects such as stained glass windows, transparent wa fer, statues and highly 
detailed fextures. While most id games had a generic techno-futuristic feel: 
fo them, thanie largely to their basic solid metallic and stone textures, Raven ~ 
was able fo invest a lot more time in the everall visual quality of their games. ~. 


Currently, Raven's working at full speed on its newest title; Heretic 2. Like a 
lot of games that will be arriving in the same time frame, Heretic 2 has the. “ 
Quake 2 engine at its core, Unlike all the others, however, Raven has chosen 
a different path for its baby. While Half Life, Daika fana, Sin, etc. will be - 
presenting new twists fo the first-person shooter genre, the team has opted 
to passon that crowded genre: Instead, Heretic 2 will be the first dedicated 
third-person perspective action game to use the engine, which instantly. 
separates them from the rest of the pack. | was fortunate enough to get a 
chance to spend a day with some of the folks responsible for the creation of 
Heretic 2 — Project Administrator Dan Freed, Art Director and Project: 
Leader Brian Pelletier and Lead Programmer Patrick Lipo — and Jet them 
explain the details of the title, from engine through game design, 


employes over fiity people), yet they managed to produce an award winning” > JO = FVCrEjic. - 2 
3D dungeon crawler called Black Crypt. Raven's relationship with id - a 
‘Software began when id was located in Madison (before moving to their 45 Changes, Cha ages 
current Texas home), FA licensed one of id’s 3D engines for use in their new. . On O 

i 


9 Pat: Heretic 2, like our other games using 
ab id's stuff, has hardly been a plug-ant: 
on Zuk-Dan play endeavor. We've had to add a lott 

their engines in the past, which mos) 
people just assume was already there. With Heretic 2, we're doing even more, Wert 
spending tons of effort-to get the physics down, we've created a flexible mode 
system, added’a new campression technology-to lower model sizes, put a simple 
skeleton:system through the models, gave each texture an individual color palette 
and beefed up the Al. There was a fot we had to do to get our game done right. 


= Freed and Pat Lipo. 


- Brian: This- technology was tofall 
5) tweaked, and it's not the first time’ 
Usually, we've integrated:it all so we! 
within the game that people don't realize 
| the extent of the new stuff we've added 
4-and we really haven't got much credité 
dresult. At the same time, everything thi 
makes the id codeso usable comes from 
Carmack. His work is incredible, anditt 
_ technology helps us make great games| 


Pat: We-had to implement the new camera system from-scratch, Since-this 1s@l 
action game with a third-person perspective, we had to make sure that the camel 





play around with the field of view, since. you're-not getting the same camera vie 
The Quake 2 engine was giving us this weird forced perspective, and as aresullt, the 
player didn’t tee! as integrated into the world. For instance, to make bricks look righ 

- inthe distance, we had to make really large textures, These textures weren't scalif 
properly, so that when you moved up to them they.were huge, much larger than you 
character. There was also a weird Warping effect which made distant objects See" 
very-close.in your peripheral view. There wasa lot of strange stuff we had to fix 

part of the camera transition... -~ 
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"animated. When you go from walking to Tunning to 


“while running, or turn around when jumping. Ourartists 


E rebounds off the wall and continues to run. To me-it's 





_ and heads if you hit them enough. 


> Dan; This game was designed and developed with 3D 
| acceleration in mind: Wesstill recognize the need for-a 


; 3D game with a software mode.-From here on out, we're 


| want people to get into the guts of our game and fool 


-Dan: Our game will ship with a level editoras wellasthe 


controls smoothly with mouse look, as well as working across a network. We had! 







Brian: Ordinarily, the game drives how a playeris level of the game will track you from the beginning of 


ves the level yery end i tkill it ri (ay. 
ghoating, the game plays an animation sequence that el tothe very end if you don't kill it right away. 


bridges thestates. We don'tdothat-We've created a split 
animation system, which allows the character to fire 


P| We don't want to-load up every monster's Al in the 
game, and this new higher level controller lets us choose 

j- whether-an afea is more appropriate for high intensity 
‘battles with lots of dumb creatures or a more stand-up 
fight with a few-smarter ones. We can define different 
types of behavior for the higher level Al, based on factors 
like-fear, hunger, bloodlust, aggressiveness and travel 
distance. : 


define vertices within-each skeleton, allowing us to tum 
the head, waist, elbows, etc., all separately. So you could 
be running along and hit a wall; instead of stopping, 
Corvus' upper body will react to the hit, "URE" while he 


We've also created pack mentality intelligence. Some~ - 
Monsters comeat you in groups, attacking fromall sides, - —- 
This also lets-us-dosome cool things withthe. .- 


; = ‘© HIS WILE : a slavemasters 


really strange to see a game character run intoawalland “sy 
stop or bump off of it. = : 


















-Pat: The skeleton system also.lets us do things likeshow= 
- damage ona : : Se as ay 7A 
* S) particular DEFINIFELY BE RAVEN'S eae tinny: . 
: -levels. Wher 


point.=-Pain 





skins are : ‘kAS# 3D GAM WI+H | you fight afl 
4 svapped in SOPEWARE MODE. FROM Peer 
j on - fifteen : 
yiee | Specificareas HERE ON OU, WE'RE ‘nae ony B 
indie: GOING HARDWARE fn" nie am 
ee one: “peat oh his litle sal 
val : - ealth low enough, all his little slaves will actually turn 
and you'll see the results. You tar gS Chap ff ars ess = on HiT atackine HiRes 


= DAN FREED 


_ I'm guided through an area where the team shows me — 
one of their many achievements with enemy Al. They 
show me how-an amphibian Ssithra will follow the 
player into and out of watery areas, switching from a 
swimming animation to giving chase on foot. This is a 
far cry from Quake 2's Al, where it was possible to run 
past most of the enemies that weren't bright enough to 

_usea ladder or jump down one level to reach the player. 
The Ssithra is much more aggressive, firing crosshow 
bolts as it swims, then leaping straight out of the water 
when the player attempts to Jose it on dry-land. 





software renderer in the game, especially for people with 
slower machines, but this will definitely be Raven's last 


going hardware only. : 


Pat; Another big change to the Quake 2 engine isthe way | 
Heretic 2 handles special effects. Magicis very network 
unfriendly; there-are lots of sparks and streaks and |= 
particles. We-had to change this system, so.now all our 
effects are done on the client side: This allows us to do 
several new things,mainly in the way ofa modifiable .dll.- 


file for special effects, Fir 0 : oS BES Bias 


A eg Cope t “A1: 


J he ry — BI Nien 
Dan: It's an intricate and complicated storyline, sort of 
like a movie. After the end of the first Heretic, Corvus - 

> -was cursed by D'Sparil never-to beable to return home: 

-Corvusspenta great deal of time wandering through the 
Outer Worlds, before he finally found his way back to 
his-own: world, He-returns to his home town of. 
Silverspring to find that his people have been infected 
witha deadly plague that's driving them insane. Corvus 
becomes infected vith this plague himself, but is able to 
hold the effects at bay for a short while with*his magic, 

~ and is forced fo seek out the cure on his own. 


Brian: Yeah, this is really cool, because it will allow 
people tocreate their own network friendly effects. I¢!l 
be really cool to see whatthe community does. We really 


around. : 


source code for both the game and the special effects. = 
The installer will ask people if they: want to install the 
designer and programmer packs as well-as the game. 
There won't be much specific support for these parts, but" 
We feel that people will quickly begin creating their own — 
levels and mods. Regie 





~~ Corvus is Very much the reluctant hero. He's already 
saved the world ance, all he really wants to do is go 
home fo his family. When he finds out thatin the time 
he's been wandering the Outworld that he's becomea 
“hero, he's-like, "Me?" He's-humble; basically Joe the 
Fisherman or Larry the Carpenter, not the superheroic 


type. 
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Pat: Quake 2'is notknown for the most awesome Al out .j 
there. A lot of our creatures are wild, plagued or just 
insane, They needed to be able to react differently, i 
making it necessary to change how creatures think within 
the game. There's a basic low-level Al that controls every 
Creature in the game. On top of that isa special controller (5 
that we can tweak for each-monster. We can set them to 
80 anywhere throughout the level, following or tracking 
you. The very first monster you come-across in the first 





By fs Realy Fl Fou: fhe Ficton 


Dan: The focus of Heretic 2 is much more action than it 
is on puzzle solving or role playing. It's probably about 
90% action with 10% puzzles. Most of the puzzles are 
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‘going to be fairly straight fonvard, with one overall goal, unlike Hexen es as 
2's confusing hub system: We wanted to get away from Hexen's trials, and come 
back to simplicity. The player should have a clear idea in mind as to their nee sep 
orabjective in this game. We wanted to reward the playera lot. Solving puzz es wih 


"Brian: Our audience is hard core Quake gamers, not dedicated RPG fans. There 


boots and other items. If the player. needs to pass through a certain area, such as a 


scattered around the world, and will give Corvus. time-based 
ability, such as the abilify-to breathe underwater for a short 
While =< sea Rie ; 


Raven has taken time to make sure that the game controls 
- are intuitive and don't hinder the flow of the game in any 
way. The team has only added two buttons to the overall 
‘control config of the standard Quake game - Creep and 
_ Action. _ 
Creep allows the player fo slowly approach ledges to judge: 
the distance eed to or ee Holding down the 
1} creep key will also prevent Corvus from falling off the 
edge, much in the same way Lara Croft's walk feature kept : 
“her from hurtling to her doom in the Tomb Raider series. The team is currently 
“investigating using creep as a way to sneak past slumbering monsters. Action is 
more context sensitive, and will do different things depending upon the situation, 
“ such as jumping and pulling Corvus up a tall wall. 
Brian: When Corvus runs up to a wall, it makes more sense to us for him to jump 
up to the top of it, rather than making the player stop-and jump. He'll also pull 
himself up to lower places automatically, like boxes or steps, which speeds up the 
game and makes things much less complicated for the person playing: 
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> Depending on the player's movement, the action performed will be different..If 
you're walking and hit a button, Corvus will jump. If you're running, however, he'll 
flip through the air. Your attacks do more damage when you run, as well. Corvus 
will spin the staff around when he runs, andithe added motion makes it stronger. 


Dan: We know-that games are all about getting that next cool item or weapon, and 
we've got plenty of them. Corvus starts with one spell, the fireball spell, and the 
~staif, but gains several more throughout the course of the game. In fact; in just about 
= every level throughout the first half of the game, the player will gain a new spell. By - 
~ the end of the game, there will be a total of 13 spells, 9 offensive and 4 defensive. 


The defensive spells.are kind of like other games’ “special 
moves. They're designed to push creatures away from’you 
ifyou become surrounded.Some of the pack creatures will 
compleiely-encircle you if you let them, and they can | 
quickly chip away your health-if Vou-aren't careful, For | 
-instance, The Ring of Repulsion spell tires a circularblue | 
~ blast of energy that pushes creatures away from you, Biving~ 
you a moment of breathing room. © 
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Combat is really action-intensive. You fight one of the first” 
hosses almost right away in the game, just-to jump the 
player in and pump them up. Combat is.not like-Tomb - : 
; Raider, where Lara targets anything in a room Without looking : 
at it, Instead, our targeting system is sortof like Doom in atsense - you've gatto be ~ 
_ON a straight vertical fine with the enemy in-order to taretthem.Like Doom, it 
doesn't matter if the guy is up on a ledge or down below-you; you'll be able to hit 
itas long as it's in yourfiring line. -* — 2 a 


The weapons and armor are reflected.on the model which means that Conte will 
change visually throughout the game, and in multiplayer, players will'be able to 
identity which weapons, spells and armor are being held by opponents. 
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The Looks and The Liesple 


pe pd ad 


| Brian: You spend your whole game looking at Corvus, so he has to be cool. He has 
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~ of the game. So we've done 
open new areas, or lead to picking up new weapons or spells. ee. eas ; 
: es we Alotofthe artwork and character designs were done for us by Brom, one of thet 
“isn't an inventory system with Heretic 2. We've gone away from Hexen's books, _ 


flooded room, he's got to look around for an Elven-Shrine. These Shrines are _ 






-hired a lot of people who had never really worked with computers before. 












~ break and kick the new guy's butt for awhile’). We've spent literally the entire 4 


~_ them. The team still had a lot of work ahead of them in order fo reach.their go? 







‘tbe boring, since that would bring clown the action leyg) 
little things to make it fun to watch Corvus moval 
around: Instead of simply walking backwards, Corvus will do back handsprings, He 
‘can also use his staff to.pole vault; and jump off walls. We wanted to give him thay 
-coolness factor, like Jackie Chan... — 


tolook interesting. Hevcan 
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‘guys in fantasy art. We had worked with Brom in the past; he did illustrations forthe 
hox covers of-Heretic, Mageslayer and a piece for Hexen 2 that wasn't used, Thig 
time around, we approached him to actually help design the game. In the early 
stages, he gave a lot of great input on the story - the plague infecting the world wag 
Pe ~~. =~ his idea. He did most of the creature conceptuals as wel] 

= bs When'started working with him, | wanted something real) en 
different, to:push the characters within the game to the 
1 {imits, and he really delivered. 


= Next, we hired Jeff Butler, TSR's main black and white artig | 

} {fyou haveany sort of D&D book, you've seen Jeff's art. Joj 
was put in charge of all:2D artwork in the game, fron, 
| concept to implementation. Jeif also painted the original 
‘J skin for Corvus; which we incorporated into the game. Mark 
"Nelson has also done’a lot of work on the game; he's cog 





illustration for comics, TSR, Magic: The Gathering, FASA 
you name tt. : 


To me, the computer is just another type of tool, and:itwas more important to a 
people with a strong art background. I tigure we can teach'someone how to use thet 
software easily, but we can't teach talent: As a result, we've got a bunch of people 
who have been painting for years whovare now designing skins and textures ong 
computer and the results are amazing. The artwork within Heretic 2 had to be 
perfect- we've thrown away ten times more textures than we've actually used. i 


There are a lof of different looks to the game: elven villages, swamps, Meso: 
American caves, canyons, mines and fortresses are just some of the environment 
that players will have to journey through as they seek out the cure for the plague, 
The levels in the game are in the form of different cities, All the cities are connected 
in some way; this isn't just a random collection of levels, Each city will have 
definite look to if, and the architecture and styles will change dramatically fron 
one to the next. 


The Heretic guys kindly give me a tour of one of the new.areas that they have 
recently completed. At this point in the game, Corvus is attempting to sneak into 
a huge city, but finds the doors have been barred. The player has just run through 
a series of swamps to enter underground catacombs, which 

-eventually let him out within the walls of the cify. The seak 
RY of the architecture is huge,-with fall stone turrets and at 
I) impressive network of waterways. and fountains. Th 
| inhabitants of the city, the Ssithra, don't-use norm 
stairways, but have created water chutes that will carry te 
player up or down, 


1 Even within this single area, there are obvious changesit 

f)_the architecture. The path leads from the Healer's Towertt 
f) a plaza, then from the Academic section of the city tot 
slums. While:theré is an overriding architectural style 
there are slight changes within each area that make the cl) 
seem to be more than just a simple “level,"— P ae 


Unfortunately, our time runs out before Dan and Brian get the opportunity t 
"show" me a game of multiplayer deathmatch (developer code for: “let's takeé 
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Cockpit views allow you to 
keep an eye on opponents in 
the rearview mirrors. giving you 
better strategic capubilities. 


Vane ee 


ieee oceanic ; 
Make your friends eat dust with 
multiplayer support for head-to- 
head racing action. 























ne RR | 
Do a few 25-second laps on 11 of 
the world’s most famous tracks, 
all accurately rendered for total 
authenticity in every feature. 


Crash Cam allows you to 
assess the damage to your 
car So you can get back into 
the action within seconds. 

















Customize every detail of your 
engine set-up and body specs, 
before the race and in the pit. 
talking about Heretic 2, yet there's even more that we didn't get a chance to cove! 
Heretic 2 is not only a beautiful game, but an exceedingly deep one. Mos 
adventure games sacrifice story for sizzle, but this one may have hit that pene? 
balance: enough background to draw players into the game without overloaditt 


CAPTURE THE EXCITEMENT OF THE CHAMP CAR RACING SERIES WITH ADRENALINE-PUMPING ACTION 
AND PRECISION DETAIL. NEWIMAN/HAAS RACING IS THE ONLY CHAMP CAR GAME DEVELOPED WITH 
THE HELP OF CHRISTIAN FITTIPALDI, PROVIDING REALISTIC GAMEPLAY ACTION. 





of a November release, but to me they looked like th > not only going toh 
that target, but deliver an excellent game air ey were nof only going 


wun, newman-haas.com 
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CUNINA 
Fr LUCASARTS owe: FALL 


pusuisner: LU CAS ARTS neveroren: o, 
e-pimply when you think of the strategic 


i 4 ise" you get all goos ) c i 
LucasArts seems to be warming i i aoe possibilities of the Fa ae seein 
ee pire Strike Back? Ime E 
as George Lucas calls it, for the next 


' opening of The Em ; 
out (not soon enough). There's three, count em, three Sroen of AT-AT walkers to stomp those pesky Rebels. 
games on their way that take place in the wonderful Star 


e game will include 12 different worlds to battle 
: : 1 he game will i lude 12 

Wars world. Fogthose ott hata telson Ne Sea TASrLGee Wan fersonnelehel 
even remotely Star Wars related, this is good news. on and over 100 different S ars personnel, vehicle 


il shelf and building units, including many ue units not seen in 

The real-time action/strategy area on the ae : an the movies. LucasArts says they are ing great Palsy 

paecat ne Seria, all make sure that the new vehicles and units stay true to the 
Sun), WarCraft 2, Total Anniniation an a: 
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embraced 3D acceleration it seems all future games from 
the company will have some sort of 3D support, if not 
requirement. Force Commander uses acceleration to bring 
the polygonal units, buildings and terrain into glorious 3D. 
Using hardware also means that LucasArts 
can include alpha-blending, bilinear 
filtering and other D3D effects in the game. 
All these hardware advantages mean that 
the special effects will be on par with the 
movies themselves. 
Force Commander is LucasArts’ first 
ground based strategy game. It will include 
environments from all 3 movies, starting 
with the destruction of Alderaan and 
running up through the defeat of the Empire 
by the Rebels in Return of the Jedi. Don’t 
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Take a look at those screenshots. This is not your 
average game, by any stretch of the imagination. We're 
dealing with some new, something odd, something... 
grim? Inspired by Mexican "Day of the Dead" folklore 
art , Grim Fandango is as much "A Nightmare Before 
Christmas" as it is classic Hollywood film noire. 

Grim Fandago is a graphic adventure much like 
LucasArts’ other point-and-click titles, Maniac 
Mansion, Full Throttle and Curse of Monkey Island. In 
fact, Grim Fandango is being produced by Tim Schafer, 
who created Full Throttle. However, unlike those 
previous adventures, the designers for GF boned up on 
their 3D programming. 


The story centers on Manny 
Calavera, a travel agent in the land 
of the dead. His job is to collect souls 
from the living and transport them to the underworld, 
where they travel to the land of the dead. 
Unfortunately, Manny stumbles across a puzzle that 
has him racking his skull... an embezzlement scam 
that’s taking all the right souls away from him, 
preventing him from meeting his quota. And you 
thought you had a dead-end job? Sorry, no more bad 
puns. 

Although all the backgrounds in Grim Fandango 
are pre-rendered 2D images, LucasArts will be taking 
advantage of D3D to provide some acceleration for the 
actual characters. Hopefully, the end result will be 
much like Squaresoft’s recent Final Fantasy VII. 

GF features over 50 different (and very odd) 
characters and 90 locations. Just wait ‘til you check out 
some of the vehicles in this game. LucasArts 
has a great knack for finding just the right 
voice for each character in their adventure 
games, and this one is no different. Those of 
you with a taste for odd cartoons, film noir 
movies and classic computer adventure 
games will surely be dying for this one. For 
a more interactive taste of Grim Fandango, 
crulse over to LucasArts’ web site at 
www.lucasarts.com and grab the huge 
55MB demo of this stylish new title. 
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When Lara Croft burst into the 3D gaming scene two 
years ago, she was an instant hit. Many people loved the 
graphics, some loved the adventuring and exploring, other 
loved her *ahem*... polygons, It was often bandied about 
that Ms. Croft was a "female Indiana Jones", 

But what about the real McCoy, the original adventur- 
er, the archeologist with the bullwhip and the aversion to 
snakes? It's been awhile since we've seen Mr. Fedora in a 
game and now that we have 3D acceleration, it seems like a 
perfect time for him to take his leather jacket out of moth- 
balls. LucasArts, being the smart company that they are, are 
doing just that. 

This is not Indy’s first foray into computer gaming, but 
it is his first 3D action title. The quest in this game involves 
those pesky Communists putting together an ancient 
machine that will open a door toa parallel dimension. Of 
course, in true adventure game style, there are several pieces 

of the machine missing and scattered about in 
different locations around the world. This 
gives players a chance to travel to different 
exotic places, such as the ruins of Babylon, 
the Tian Shan Mountain region in Kazakstan 
and the Aztec pyramids. While traveling we 
get to have fun rafting white-water rapids, 
take part in an off-road Jeep chase in the jun- 
gle and our favorite video-game cliche, the 
famous mine car sequence! Control-wise, 
Indy will be able to do all the things we have 
grown accustomed to in a 3D-action adven- 


ture (not to mention his films). He will run, jump, climb, 
swim, swing, and of course whip his way through the tem- 
ples, tombs and dungeons. In addition to his trusty whip, he 
will be able to shoot pistols, rifles, bazookas, and more. Just 
staying alive is all a part of the game, not to mention explor- 
ing and puzzle solving. 

Indiana Jones and the Infernal Machine is mainly a sin- 
gle-player game, but there will be scenarios for cooperative 
multiplayer (of course you won't be able to kill other Indys, 
so | guess Deathmatches are out of the question). This game 
may not be the first of its kind to the software shelves, but 


with LucasArts talent and Indy's reputation, it just might be 
the best. 
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Games based on the Star Wars license seem to be 
hot and cold. The original TIE Fighter and X-Wing flight 
combat games are classics, but Shadows of the Empire 
and the arcade-like Rebel Assault 1 & 2 were luke- 
warm at best. LucasArts is hoping its next Star Wars 
titles will heat up our favorite license with Rogue 
Squadron. To do this, they're taking the flight model 
from the first level of Shadows of the Empire (the only 
really fun part of that game) and updating it for today's 
3D accelerators. 

Rogue Squadron allows you to join Luke Sky- 
walker and Wedge Antilles in their fight against the evil 
Galactic Empire. The game takes place in-between the 
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first and second Star Wars movies, 
Rogue Squadron will allow you to 
not only dogfight, but also help out 
with search-and-destroy missions, reconnaissance, 
escort duty and more. Rogue Squadron separates itself 
from previous flight-battle games by concentrating on 
the action over the complexity of flying. This is your 
chance to step into the cockpit of X-wings, Y-wings, A- 
wings, as well as airspeeders and snowspeeders and 
the new V-wing. The ships are well equipped with 
lasers, seeker missiles and ion cannons, but you'll 
need to make every shot count as you and your wing- 
mates go up against AT-ATs, AT-STs and TIE Fighters. 
The graphics in Rogue Squadron have been much 
improved over SOTE. Your Voodoo card will shine 
with real-time lighting, smoke, engine glow, and trac- 
er fire effects. The ground terrain will test your skill as 
a pilot by not only providing a tricky environment for 
battle but by simply being nice to look at. 
Try to concentrate on the mission or your 
enemy as you fly over water, through 
canyons, over deserts, treetops and volca- 
noes. There will even be moving ground 
troops! 
Star Wars fans that like arcade-action 
games are sure to be warming up their joy- 
sticks, and hope that LucasArts will supply 
us with another hot title! 
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ously guarded by other players (either human or Al 
depending on circumstances), The fourth is already 
in your grasp, and it’s up to you to protect it while 
searching out the remainder. To protect your key, you 
build up your citadel, laying traps, placing monsters 
and creating walls and doorways to slow down or 
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son, with the intent of pilfering their keys. Magic and 
combat are essential to surviving these quests, but the 
gameplay is not going to be the typical Quake “kill 
‘em all” scenario. Magic is handled in an interesting 


Proudly wearing its Japanese anime influences (Iczer- 
1, Akira, Evangeleon) like a badge of honor, Slave Zero is, at 
this point, sixty feet of trouble. In the game, you play the role 


style game, where you worry about overheating or cram into one game, the Wheel of Time revolves 
customization. Grab your Slave and go for it. Accolade is about The Dark One, who has been sealed in a 
Seca, targeting a mid-99 wate. prison for ages and the four people who are attempt- 








ofa spy 500 years in the future, sent into enemy territory to ing to open or close this prison forever. | 
extract the ultimate weapon prototype, Slave Zero. You must While a storyline like this would seem to be Way HUGG T# 
bond with Slave Zero and face the wrath of the enemy ripe for Tomb Raider-style third person exploitation, =. Nyse yj any 0 g 
millitary as you attempt to escape. the Wheel of Time is much more complex than that. \ i“ GOGC. 

A huge biomechanical assault suit, Slave Zero Is a WoT is less of an adventure game and more of a \ ‘A 


combination of organic and metallic 
materials, a machine that's almost living. And 
the graphics reflect that ideal: it appears to be 
alive, breathing and twitching as it stands. The 
organic aspects are quite apparent once you 
see it thumping across the screen at 30 fps, 
stomping the teeny people, grabbing cars off 
the road and throwing them like toys and 
jumping from level to level. ; 
The scale of the environments ts 
amazing, The level we were shown was in the 
midst of a huge futuristic city, with gigantic 


strategy/RPG in glorious 3D. The idea of the game is 
to retrieve four keys, three of which are being jeal- 
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( fashion: once a spell locks onto a target, it will follow that 
person until it connects. There doesn’t appear to be any 
way to dodge or duck oncoming blasts of metaphysical 
unhappiness, it will track you down no matter how fast you y 


































TEST DRIVE 5 
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Ah, ripping up the road in a 1968 Mustang — 
and punching out all of those high-tech wannabes 
(1998 Corvette) in the process — only one game can 
provide this thrill, Accolade’s “Test Drive 5.” We 
were recently given a demonstration of this 
hardware only accelerated software and the game is 
looking unbelievably good. While even Accolade 
will admit the last Test Drive (TD4) was a dud (it was 
basically a quick-and-dirty port of the PlayStaion 
version), there’s no doubt in our minds that the series 
will be vindicated with their newest version. 

Test Drive 5 carries on the traditions of the series 
while adding a few new options and enhancements 










tun and smack into you. While we're not sure how this will 
effect gameplay, at least the game looks beautiful. 

Long gone are the days of Eye of the Beholder or Lands 
of Lore’s endlessly repeated dungeons. Legend Entertainment 
has grabbed ahold of the CPU-shattering Unreal engine in order 
to bring their game to life (hopefully, the engine will be in bet- 
ter condition by the time WoT ships). The 3D settings are quite 
amazing; they should be, as there are two full-time architects 
working on the design of the castles within the game. The level 
of detail in the design is almost frightening. As you move from 
room to room, you'll come across huge stained glass windows, 
libraries, dining halls and throne rooms. Wheel of Time is cur- 
rently slated for Q2 ‘99. 








that have never been shown 

before. The new game will feature 

a grand total of 17 new courses — 
which span real-life locales around the globe from 
the island tropics of Hawaii and the stormy streets of 
Moscow to the snowy mountains of Italy and the 
back roads of Scotland (in addition there’s Blue 
Ridge Parkway, North Carolina; Tokyo, Japan; 
Sydney, Australia; Munich, Germany; Keswick, 
England and all of the TD4 tracks which have been 
re-rendered) — as well as 28 new licensed muscle 
cars. A short list: ‘98 Saleen Mustang, ‘98 Viper, ‘98 
Aston Martin Advantage, ‘67 GTO, ‘71 Plymouth 
Hemi ‘Cuda, ‘98 TVR Cebera, ‘97 Chevrolet Camaro 
SS LT4, ‘98 Nissan Skyline, ‘96 Shelby Cobra 427SC 
— just a few of the bad boys that made the cut. In 
addition, Test Drive 5 will feature multiple path 
branching—which allows for off-course driving and 
short-cuts, improved car physics, multiple 
resolution settings, split-screen two player 
racing as well as six player racing via 
LAN, modem and the internet, an extra 
game option to play as the cops, and a 
great music soundtrack that features 
songs from recording artists KMFDM, 
Pitchshifter, Junkie XL and Fear Factory. 
We expect that Test Drive 5 will ship in 
October/November. 
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Last time we saw Blood’s anti-hero, Caleb, he was 
busy frustrating the nefarious machinations of the 
mysterious cult called the Cabal, and their dark god, 
Tchernobog, Fast forward approximately 250 years to our 
current time, and we find that Caleb is still roaming the 
earth, still intent on pesiering the Cabal. The Cabal has now 
changed their focus a bit, realizing that it’s much easier to 
take over the world as a business instead of as a crazy cult, 
and have transformed themselves into Cabalco. To help 
battle this newly formed multinational, Caleb resurrects the 
three other Chosen (briefly seen in the beginning of Blood), 
Ishmael, Gabriella and Ophelia, imbuing them with some 
of his power and desires to smash the Cabal. , 

Blood 2 is running on the Li hTech engine, the 
powerful DirectX 3D engine created by Monolith. LithTech 
allows the designers much more freedom and power than 
the 3D Realms Build engine that was used in the first Blood. 
Full hardware acceleration has been built into the engine 
with DirectX 6 being the target platform, meaning multi- 

texture support for Voodoo 2 owners. Other technical 





achievements include true physics for 
all objects, dynamic and colored 
lighting, smoke and fog effects, real- 
time shadows, skeletal animation and 
dopplering sound effects. There are 
also lots of gibable brush objects 
within the game, which are items such 
as barrels, signs and doors that can be 


PREVIEW 


shot, punched or blown up, that leave fragments behind 


when destroyed. 
Each of the four characters in the game are playable, 


and the game will take on subtle differences depending on 
which one you choose. Rick Raymo, GT Interactive's 
producer on the title, explains, “The game is somewhat 
linear, but some characters may be able to go places where 
others couldn't. In addition to the game's secrets and super 
secrets in each level, there will now be character specific 
secrets.” The four characters are brought tolife in their voice 
overs and cut scenes, as well as in their idle animations. 
“Caleb is a wry, underspoken wit who does showtunes in 
his idles. We've got him singing Celine Dion's song from 


Titanic; it’s hilarious. Ophelia, on the other hand, is more of an 
upper-class Brit; you'll hear her quote lines from Mary Shelley 
and some of the female poets in her wait states.” 

There are 28 weapons and magic abilities throughout the 
game, not all accessible to each character. The demo we saw 
included John Woo dual pistols, a sawed-off shotgun, sniper rifle, 
assault rifle, tesla cannon and missile launcher. The ever popular 

Voodoo Doll also makes a re-appearance in the game, much to our 
delight. 

Multiplayer is a huge aspect of the game. While there is a 
concentrated effort to deliver a top-notch single player game, Monolith 
and GT both know that deathmatch is what it’s all about. In multiplayer, 
you can choose to be one of the four Chosen, each with their own 
strengths and abilities, or create your own player, assigning points from 
aten point pool to health, armor, speed, etc., meaning that each match 
will have a unique flava. 

GT and Monolith are betting heavy on Blood 2's creepy, gothic 
feel to be a big seller on its intended release date: Halloween. Spooky! 
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In Issue 2 we puta call out for small developers looking 
for exposure for their products. KO Interactive fits neatly into 
that category. Shawn Sullivan, KO's president, contacted us 
right before our deadline to give us the low down on Shattered 
Reality, the company’s first title. 

Shattered Reality is an action-packed underwater com- 
bat simulator featuring distinctive styles of gameplay providing 
a challenging experience for gamers. In the game, the player 
assumes the role of Alk Weider, a drifter who wanders from 
town to town making money any way he can. Alk must navi- 
gate through a series of immense environments, including 
miles of ocean caverns, the ghostly remains of Atlantis and the 
remnants of a submerged modern city in anticipation of the 
final showdown with Gunter Boarch, the evil oppressor of this 
undersea world. If Alk succeeds, he'll have power and wealth 
beyond his wildest imaginings; if he fails... 

Shattered Reality is being designed specifically for the 
next generation of 3D accelerators, most notably our favorite, 
the Voodoo 2. KO is not even bothering to support software- 
based rendering, instead concentrating solely on “creating the 


ultimate visual experience without wor- 
tying about hardware limitations.” 
Shawn states that, “Next year there 
will be many titles being released that 
claim to have ‘Voodoo 2 support, but the 
fact is that unless a game was designed 
and developed specifically for the 
Voodoo 2, its support will never do the 
hardware justice, What we've done is cre- 


ate a title that achieves silky-smooth 30+ frames per second on 
a P2 with a Voodoo 2 card. Our approach has allowed us to take 
full advantage of the power of the hardware, using incredibly 
high resolution textures and high polygon counts while still 
maintaining a fast frame rate. In addition, itallows us to utilize 
hardware specific technologies such as multi-pass rendering, tex- 
ture compression, procedural texturing, spline motion control 
and particle systems to deliver the most realistic simulated under- 
water environment ever seen. Real-time lighting and alpha 
effects systems that illuminate the water with eerie accuracy 
make you feel like you're really underwater.” 

_ _ Because the specs for Shattered Reality are so high (Pen- 
tlum 2266, Voodoo 2 card, 32 MB of memory is the minimum), 


KO is releasing the game to the OEM market, figuring that it makes 
much more sense to bundle the game. “We believe that anyone who 
spends $300 on a Voodoo 2 card should receive software designed 
specifically for that card, not year-old titles.” 

We fired up the running demo of Shattered Reality on the 50” 
Sony W9000 monitor and were instantly amazed. The visual effects are 


literally astounding; bubbles, floating particles, beams of light, waving plants, 
moving colored light sources on the ocean floor, rippling reflective water, fog 
effects used to convey distance and depth... the list continues for some 
length. KO has captured a deep, aquatic feeling with the visuals for Shattered 
Reality. Even though the demo itself was non-interactive (read: we couldn't 
play it, even though we wanted to), KO has included the option to move the 
camera around within the demo, just to show that the engine is actually ren- 
dering each scene, not playing back a movie file. 


Although they're designing the game with the intent of packing it in 


with new accelerators, Voodoo Magazine is of the opinion that quite a few 
of these could be sold to those two million people out there who already 
have their 3Dfx cards. 
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Novalogic have been doing their own thing with 
3D for the past few years, creating a unique Voxel Space 
engine to handle 3D through software. They're now 
catching up with the accelerated market by combining 
their voxel technology with 3D acceleration in a big 
way. Two of their new air combat titles will include 
native support for Voodoo technology, while they’re 
attempting to build in 3Dfx support for Delta Force. All 
three of these products will be available in the late 
Fall/early Winter season this year. * 

In another interesting move, three different 
products will be able to fly against each other in an on- 
line service. Novalogic is set to open Novaworld.com, 
an internet matching service, that will allow players with 
F-16, MiG 29 and F-22 Raptor to fight against each other, 
thanks to their Integrated Battle Space environment. 

F-16 Multi-Role Fighter is first up from the 
company. Developed in conjunction with Lockheed 
Martin’s actual F-16 developers, the game features 
accurate flight models, avionics and other aircraft 
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features. To ensure that the 

game is as close to the real aircraft as 
possible, the programmers have 
incorporated into the flight model 
factors such as air pressure and engine 
efficiency based on altitude, fuel flow, 
dynamic mass and other features not 
commonly utilized in consumer flight 
sims. Radar cross-sections, 
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ations all play a role in this sim. There are 
more than 40 dynamic single-player missions that take 
place in diverse regions around the world. F-16 promises 
breakthrough 3D graphics, including 3Dfx support of 
resolutions up to 1024X768. ea 

Novalogic’s also bringing a taste of Russkie air 
superiority to the gaming masses with MiG 29 Fulcrum. 
Like F-16, MiG 29 features 40 dynamic single player or 
cooperative missions, in which players will become a 
citizen of either Malaysia, Nigeria, the Middle East or one 
of the Russian Territories. To develop the most realistic 
“MiG 29 simulator possible, Novalogic is working closely 


and aircraft alloc 


MIG 249 


with a Russian pilot to obtain expert counsel regarding the 
authenticity of the game's flight model, avionics and overall 
performance. 
Stepping away from the vehicular simulators that they're 
known from, Novalogic’s next title, Delta Force, takes players 
down to the dirt, smoke and grunge of ground warfare. Both a 
first- and third-person perspective game, Delta Force puts gamers 
in command of a member of the US Army's top secret special forces 
unit. More than 40 single and cooperative player missions have been 
created by a former Delta Force officer, made up of hundreds of miles 
of different outdoor environments, ranging from snowy mountain 
ranges to deserts, forests and rivers. Players can join together to form 
sniper teams or large assault squads, launching surprise attacks on 
enemy installations, airfields and power stations. Delta Force troops 
can be deployed with authentic special forces weaponry, including 
the M40A1 sniper rifle, the M249 SAW and the Barret light .50 
caliber. At this point, Delta Force is running on Novalogic’s Voxel 3 
technology, put the team is aiming to include 3D acceleration support 
by the 
time the 
game 
ships. 
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Three hundred bucks is sometimes a pretty 
investment, especially if you've got 
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first 3D accelerated kids’ series, the Playmobil Action 
Games line. The first three titles in the series are Hype — 
The Time Quest, Laura’s Happy Home and Alex Builds 
His Farm. All three titles are set in 3D worlds populated 
and inspired by the Playmobil kids’ toys (which I'm sure 
most of you are more than familiar with), and can be 
found on store shelves starting in early ‘99, 

Hype —The Time Quest is the most action oriented 
of the three; it’s got the cool Mario action-platform feel- 
ing going on. Players take a journey through time as 
Hype, a knight from the days of yore seeking revenge on 
the Black Knight that turned him into a stat- 
ue. His adventures take him to different 
levels in his kingdom’s history and through 
changing Playmobil worlds, where he is 
confronted with riddles, puzzles and a cast 
of more than 50 characters. 

Laura’s Happy Home is being touted 
as being “specially designed to take girls 
on an interactive and empowering 
odyssey” (so you can’t say that we don’t 
address the needs of young lady gamers in 
Voodoo). Laura takes girls on six different 
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a disapproving sig- 
nificant other balancing the checkbook at the end of each 
month. Here’s how you can run a fast one past your 
frowning spouse: float that Voodoo 2 card as an “educa- 
tional” PC investment. Ubi Soft has created the world’s 


quests through authentic Playmobil sets (read as: you can 
buy the toys later), helping Laura to solve problems with 
her family, untangling riddles and re-decorating the fam- 
ily house. The game is designed to challenge creativity, 
while building problem solving and social skills, 

Finally, Alex Builds His Farm is targeted towards 
Curious pre-schoolers. As Alex, the farmer’s young son, 
kiddies can interact with animals, explore the 3D farms 
and build new houses, barns and stables. Alex teaches 
kids about life on the farm (important to all those 3D 
accelerator owners in the farmlands, no doubt}, while 
allowing them to create their own worlds. 


LAURA'S HAPPY HOME 
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3D acceleration just begs for awesome arcade- 
style racing games, and so far they've been few and far 
between. Speed Busters from Ubi Soft looks to be one 
of the coolest high-speed racers we've seen in awhile. 
This is no boring sim, this is all about velocity. 

The iclea behind Speed Busters is a simple one: go 
really, really fast. The courses are similar to San Fran- 
Cisco Rush or California Speed (with a dollop of Mario 
Kart thrown in for good measure), in that there are 
plenty of shortcuts, crazy jumps and interesting events 
that happen on each track. On one of the tracks we 
saw, drivers had to time their approach through a Hol- 
lywood course in order to let the huge T-Rex thunder 








across the screen without being 
crushed. There are six race tracks to 
begin with, ranging from deserts to 

mountain roads to crowded city streets. 

The graphics in Speed Busters are hot. The cars 
are incredibly detailed, and are wrapped in shiny, 
reflective environment maps that give the vehicle a 
sweet chromed look. The cars will also take damage 
from the inevitable collisions with walls, buildings, 
trees and the other vehicles. In fact, smack into an 
object hard enough and pieces will fly off your car. 
There’s also a 3D cockpit mode to really put you in the 
action. Speed Busters will be quite the showcase for 
Voodoo 2 owners out there, as the game will support 
multiple resolutions as high as 1024X768. 

There are three different modes of play in the 
game: Arcade, Championship, and Multiplayer. 
Arcade is for quick one-off races, so you can practice 
the courses and learn how the different cars 
handle. Championship lets you race in a 
season (this is where you'll be unlocking 
secret tracks and bonus cars as well), using 
the money earned in each race to cus- 
tomize your car. Multiplayer mode is being 
targeted for both local area networks and 
internet play, with a promise of low lag 
times that won't interfere with the game’s 
zippy framerates. You'll be able to test drive 
this baby when it releases in the Fall. 
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Inevitably, just about every conversation you have 
with people in the game industry for a good three 
months after £3 will, at some point, contain the 
following phrase, “So, what did you see at the show? 
Like you're supposed to remember which of the two 
thousand pre-alpha games you saw were cool. One of 
the few titles that seems to have stuck in just about 
everyone's head is Rayman 2 from Ubi Soft. Voodoo 
Magazine's preview of the game can be boiled down 
to one word: “Amazing!” 

The original Rayman was an extremely well 
animated 2D platform game that’s only fault was 
lackluster level design. Everything else about the game 
was excellent, with the lush environments and tons of 
frames of animation giving the game a very Disney-like 
feel. Anyone concerned with the game’s movement 
into 3D should be relieved, for the company has done 
an incredible job, obvious even at this stage of the 
product’s life cycle. Game developers: and 3D 
hardware manufacturers are always talking about 





trying to do games as 
complex as Toy Story or Jurassic 
Park on a PC, and Rayman 2 is 
definitely a move in that direction. 

Ubi Soft is promising huge 
worlds and 40+ hours of gameplay 
from Rayman 2, and from the 
glimpse we've seen, it may deliver 
even more. In this outing, robotic 
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: he limbless wonder tn an 


irates have imprisoned t : 
heestcta zoo. Rayman not only has to haul his own 


keister out of there, but save all his new animal 


buddies as well while collecting ingredients for a 


miraculous soup which will open the doors to Great 


Power. ean : 
We don’t understand it either — chalk it up to 


those nutty French — but it looks freakin’ gorgeous. 
Impressive uses of 3D acceleration abound, from 
colored lighting and reflective surfaces to dynamic 
explosions and smooth filtering. This is a heavily 
animated world, with waterfalls, lava runs, swinging 
vines and floating bubbles. Even with a bunch of 


characters on screen, Rayman 2 never seemed to dip below 
30 fps. We're very glad that Ubi has taken the time to do this 
game the right way, instead of simply putting different levels 
into the first game. 

Rayman can swim, run, climb, fly, swing from vines, 
slide on ice and use his hair for helicoptor action. He can 
also use his magic fist as a torch to light darkened areas, as 
a grappel to reach distant objects and to simply pummel enemies 
into submission. 

The biggest bummer about Ubi’s killer new title is that, in one 
fell swoop, they've managed to make the world forget about Tonic 
Trouble, their other nifty 3D action/platform game. Ubi Soft was 
very careful in describing how they think the two games fall into 
different markets — Tonic Trouble is supposedly more action 
while Rayman 2 is more exploration, or vice-versa. We found this 
rationalization a little hard to swallow, especially considering that 
Rayman 2 is currently slated to be released in Winter of this year, 
just a couple o’ months after Tonic Trouble. 














EA Sports’ “NCAA Football 99” js ready to rock 
on PC, with an expected ship date of late August. 
What will football fans find in this latest edition? 
Well, how about this; an all-new polygonal engine 
that sports the most life-like animation and level of 
detail yet to be presented in the series, exclusive 
rights to the Sugar, Orange and Fiesta (for the first 
time, the NCAA has decided that the Fiesta Bowl 
will determine the national champion) Bowls, all 
112 teams from the 10 Division 1 conferences, 40 
all-time historic games that can be simulated, fea- 
turing 80 of the greatest teams of all-time, an 
expanded “Dynasty Mode” — allowing for multiple 
users and deeper recruiting, new art — including 
new animation for pump fakes, pitch fakes, new 
moves — including jukes, swims, spins and wrap 
tackles, 122 authentically reproduced stadiums, 
including music and cheers that are 
team-specific, play-by-play by Rose 
Bowl commentator Chuck White, the 
Heisman Trophy award and all kinds of 
other goodies. 

We got a chance to play this one 
and it looks and feels good. The game 
supports resolutions of 640 x 480 and 
800 x 600 and there are a number of 
camera options that help to bring you 
onto the field — where you can see all 
of those nice textures in up-close 
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detail. The game plays fast, has great sound and 
does a good job of making you feel like you are on 
the field. The team managementand season features 
are almost overwhelming in the amount of depth 
they present and you get a more connected-to-the- 
field feeling in NCAA Football 99. While not taking 
full advantage of Voodoo 2, it’s got its 3Dfx basics 

covered and, as far as sports titles are concerned, is 
_ just a step below the technology found in 
Microsoft's new baseball game. If you’re looking to 
represent the ol’ alma mater and be true to your 
school, keep an eye out for this one at your local 
retailer. 
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Well, EA Sports is attempting, with “Madden NFL 99”, to 
make the game more “mass market” oriented. Funny, we thought 
italready was the most mass-marketed football game out there— 
apparently, we missed something. 

The good folks at EA Sports are touting a “simple one-but- 
ton” interface that will “allow the player to quickly develop the 
skill and strategy needed to play the game...”, yeah, if you're play- 
ing against the computer, or another chowder head. Come on, 
people... please don’t mistake fans who sit on their fat asses 
watching football (FREE), with those that are willing to drop big 
scratch (PAY) so that they can sit on their fat asses and interac- 
tively/electronically PLAY football. There is cross-over but, 
beyond that, the “mass market” does not exist. 





Well, that’s OUR opinion, anyway. 
The good newsis that this marketing noise 
doesn’t come at the expense of the hobby- 
ist. Madden 99 offers a lot of depth and new features, including; 
“Star Talk” where Madden gives in-game updates on specific 
players that are doing well, both Madden and Pat Summerall back 
in the booth, an all-new polygonal engine that features a number 
of new animations and moves, multiple resolution choices (640 
x 480, 800 x 600 and 1024 x 768), expanded team management 
and season features, a new passing mechanism other, more chal- 
lenging, difficulty levels and gameplay modes, internet and net- 
work multi-player support, and much more. 

Madden NFL 99 is scheduled to ship in the beginning of 
September, just in time for kickoff of the ‘98 NFL season. If you 
are one of those that would rather play than watch, you should 
be able to find the game at your local retailer Labor Day week- 
end. 
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Was the world really in need of a deer 
hunting game, or were people simply reacting io 
the packaging and marketing of a $20 game! 
While those companies that really don't 
understand scramble to create their own redneck 
titles, Origin and EA have wisely chosen another 
tack. Most games in the twenty dollar range 
amount to little more than shovelware, but EA has 
decided to create a fun, original action game. 

Even though they're positioning Fighter Pilot 
as an action combat game," the resemblance to 
such arcade and console greats as "After Burner’ 
and “Ace Combat" are evident. The idea behind 
Fighter Pilot is for gamers to have fun without 
having to read a manual the size of a brick. A 
flight game for the masses, if you will; don't even 
breathe the word "sim" around this game — 
instead, try to imagine if Michael Bay had 
directed Top Gun. 

Increased action, bigger explosions, more 
visual effects and simple controls are the 
hallmarks of this project — you can fly these 
planes with your mouse if you so desire. The 
rewards are instantaneous: each of the missions 
begin with your plane already in the air, with 
plenty of swirling bogies and ground targets to 
take out. Complex and scary control panels and 
heads-up displays have been eliminated and 
reduced, respectively. Unidentifiable shrieking 
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alarms have been replaced with voice-overs ("Go 
to next waypoint,” "Missile lock," etc.). 

The real beauty is that Fighter Pilot runs on 
a derivative of the Jane's F-15 engine, so you 
know right off the bat that the game will look 
awesome. EA is also doing performance tweaks 
to the game for lower-end PCs. The sub-$1 000 
PC is definitely a targeted platform, but Glide is 
part and parcel of the entire package, so 
accelerated gamers will still see the best results. 

Planes include the F-18 Hornet, F-117A 
Stealth plane, F-22 Raptor and another, possibly 
secret plane for players to uncover over the 
course of the 24 missions, each with its own 
special weapons. Fighter Pilot also supports 
multiplayer team and deathmatch options for up 
to eight people. Watch for this instant impulse- 
buy right 
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Don't you get tired of endlessly saving the 
universe from destruction in video games? Wouldn't 
you rather cause a little unmitigated death and 
destruction for a change? Haven't you always had the 
sneaking suspicion that the bad guys are really having 
all the fun? Sharpen up those nefarious urges and get 
ready to ventilate thy neighbor in Bullfrog's Dungeon 
Keeper 2. 

While Dungeon Keeper was a bit of a let down 
after all the hype and promises, it still delivered a solid, 
entertaining playing experience. For DK2, the folks at 
Bullfrog (sans Peter Molyneux) have sat down to figure 
out which aspects of the game needed fine tuning. The 
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most obvious feature that required 
reworking is 3D acceleration, 
considering that the D3D patch 
didn't really do a whole lot for the game. So this time 
‘round, DK2 has been designed with acceleration in 
mind. Not only do the environments look a whole hell 
of a lot smoother and prettier, but torches will flicker, 
spells trail colored lighting effects and the overall 
texture quality and polygon count has improved 
immensely. 

The various beasties under your control are now 
true polygonal characters, instead of 2D sprites. 
Bullfrog is promising reams of new monsters, spells, 
traps and rooms to play with, including a casino for 
your creatures to while away their hard-earned cash. 
The Al has also been improved to make battles in the 
corridors much easier. Monsters now have better 
collision detection, which will keep enemy forces from 
walking past your troops. 

Dk2's new control scheme is much 
simpler than the last. Instead of clicking on 
each tile of dirt in an area that you want 
your imps to dig out, a much smoother 
Windows-like interface lets you click on 
one spot and drag a box into the shape you 
want the room to have. The imps will then 
immediately chop out the room, making it 


a lot easier for dungeon masters to 
multitask. 
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Moto Racer 2 for the PC is the sequel to what aa 


many game publications (including our very own sis- 
ter publication, PSExtreme) voted the best racing game 
of 1997. Balancing a combination of drop-dead visu- 
als, white-knuckle gameplay and strategic thinking, the 
original Moto Racer effortlessly set the benchmark for 
motorcycle video games across all gaming platforms 
right oft the bat and that’s a hard act to follow. Thank- 
jully, Electronic Arts, along with Delphine, the devel- 
opers of the game, have been diligently at work 
creating a very worthy sequel containing a host of new 
tracks, improved graphics, a new 3D Track Creator 
with which to design your very own custom courses, 
and increased multiplayer support. 

As with the original, players can race both street 
or motocross bikes across a wide variety of tracks (32 
in all), set in exotic locales such as the Sahara Desert 
and the Amazon rain forest. And with the addition of 
the track editor, would-be programmers can easily cre- 
ate an unlimited number of original tracks (or cus- 
















championship circuits for 


tomize the existing ones provided 
for them) then save them and create 


With the improved graphics, 
players can expect a host of new 
environmental elements, such as 
night races and weather effects (rain, 
snow and sandstorms), which will 
affect gameplay as well — wet 





tracks are slippery, patches of ice will cause your bike to 
slide, etc. Additionally, Delphine has added some very 
authentic real-time lighting effects, such as lens-flares 
shading and real-time shadows. : 

This year’s model offers up two modes of play: 
Arcade and Simulation. For all of you adrenaline junkies 
who typically toss instruction manuals into the circular 
file and live for plug and play, Arcade mode is just for 
you. In this mode, motorcycles are easier to handle, 
allowing for faster racing action. For the more tech-ori- 
ented gamers, Simulation mode will offer up a chance 
to play like driving the real thing at sphincter-clenching 
top-speeds — bikes respond in a manner reflective of 





their real-life counterparts (although there will be none of the 
minute tuning and messing around with thousands of differ- 
ent parts in order to shave off a few seconds normally found 
in hard-core racing sims). There's also a new replay mode 
which displays the action in a wide array of dramatic and 
dynamic, TV-style camera angles. These replays can be saved 
as movies and shown off to friends in order to feed the ego. 

Finally, Moto Racer 2 will support most of the next gen 3D 
accelerator cards and will allow up to four players to compete on 
a single computer or a total of eight across a LAN to race in single 
or team races in multiplayer mode. 

While the version we have here in the offices is still pretty 
early (EA is predicting an October release), it already looks stun- 
ning and plays like a banshee. We'll let you know how it stacks up 
to not only last year’s game but in comparison to the other MX titles 
— Intense Entertainment's Castrol Honda Superbikes, Virgin’s 
Superbikes, MicroSoft’s MotoCross Madness and Ubi Soft’s Red- 
line Racer — in the next issue. 


future use. 
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Some folks can't really get into modern day flight 
simulators because of the distant nature of today’s air 
combat. It seems that you can get a missile lock on a bogey 
two miles away from you, fire off a Sidewinder and be 
rewarded with little more than a distant flash of light and a 
disappearing target on your radar. For those fighter pilots 
who like to get up close and personal with their dogfights, 
EA is readying a new Jane's title, Fighter Legends: Europe 
1944. 

This is what air combat is really all about: large 
formations of fighters screaming over the European Theater, 
tearing into each other (and the ground). Fighter Legends 
lets you use terrain and cloud cover to hide yourself from 
watchful enemies - you can't do that with sixteen different 
types of radar coming at you. Plus, WWIl-era fighters are 
almost ridiculously easy to fly, so the manual on this game 
won't end up weighing as much as one of the planes. 

Seven of the best Axis and Allied planes 
are available for missions: P-38, P-47D, P- 
51D, Spitfire, Bf 109, FW 190, Me 262A. 
Each fighter has a 3D virtual cockpit with 
working instruments and indicators. Each 
aircraft is accurately (in the case of a Jane's 
title: anally) modeled and extremely 
detailed. Aircraft flight dynamics reflect their 
real-life counterparts, so your plane's 
performance and control depend on your 
altitude and speed. 

Fighter Legends lets you choose 
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On the flip side of the flight coin is the ultra- 
modem, superfast, high-tech realm of Mach 2 
engagements. For those serious grognards (if you don't 
know what it means, you aren't one) who piay flight 
sims with their Surplus Store helmets on, here comes 
a game that'll let you see how the another side flies. 

IAF is the first flight sim to model not just a single 
plane or era, but an entire air power. The game features 
seven jets from the Israeli Air Force, with six campaigns 
that offer a total of 42 historical and "hypothetical" 
missions, as well as an instant action mode. Jets 
include the F-4, F-4 2000, F-15, F-16, Lavi (Israel's next 
gen fighter), Kfir dual role, single seater and the Mirage 
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and different missions depending upon your 
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campaigns 
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There's a whole new graphics engine driving this 
baby, the next step from F-15 and Longbow 2. The game is 
full of spectacular explosions and special effects. Damage 
will be reflected on sections of planes that have been 
strafed, and the planes will break apart into bits and pieces 
when they slam into the ground. The high poly-count 
engine also pulls off some nice cloud and smoke effects, 
Fighter Legends: Europ 1944 buzzes into stores this Fall. 





Ill, the brilliant French-built fighter. 

Players must dogfight through 
Middle Eastern canyons at extremely 
low altitudes while dodging incoming missiles and AA | 
flack. Like past Jane's titles, F-15 and Longbow 2, the 
difficulty and skill level of the game is adjustable to the 
player's preference. You can set the game to a less 
complex level, where missions start in the air and the 
action begins immediately, or move up to the full bore 
bells and whistles of a true flight sim, 

The Jane's group at EA are promising a "stunning 
new terrain engine which delivers photo-realistic 
terrain mirroring real life textures," according to their 
press release. In order to get this sort of detail, the IAF 
team used stereoscopic satellite data at ten meters per 
pixel resolution with true elevation and coloring. Let's 
hope no one on the ground was mooning the satellite 
On its flyby. The engine has native support for Voodoo 
2 owners built right in, thanks to EA's 
continued commitment to Glide as a 
development platform. 

Pixel Multimedia, the development 
team behind this particular title, were able 
to blend their own first-hand experience 
with the Jane's Information Group 
technical savvy. Pixel is an Israel-based 
company founded by actual Israeli air force 
pilots. And if they don't know their stuff, no 
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In one of the most surprising moves in recent memory, 
Origin announced this past summer that the rumored Wing 
Commander: Prophecy expansion disc was instead being 
turned into a stand-alone game. The kicker here is that the 
game will be distributed across the internet, free of charge. 
We here at Voodoo hadn't heard of such an amazingly gen- 
erous offer since, well, since we gave away our first issue. 

The plan is to put up the first download in the beginning 
of September, then to follow up each week with a new 
episode. Wing Commander fans better shell out for those 
ISDN connections now, ‘cause Episode One is going tobea 
whopping 45MB chunk that contains all the information; 
physics models, sounds, ships and basic guts of the game, as 
well as the first seven levels. This will be followed by much 
smaller one or two meg files each week that will contain the 
information for the next seven levels. WC:Secret Ops will ulti- 
mately run over seven episodes with 56 total missions. 

"This is an experimentas much as it is a way for us to say 
thank you to the thousands of Wing Commander fans out 
there," says Cinco Barnes, WC: Secret Ops designer, "We're 


going to see how people react to this delivery method with an eye towards 
future products." 

WC: Secret Ops immediately follows the events of Prophecy. The 
Midway has been sent back to Earth for repairs and a glorified promotional 
tour of the human systems (sort of a way for taxpayers to see where all their 
money has gone). Meanwhile, the corporations back home have financed 
anall new ship, a quick strike assault cruiser, a huge and powerful vessel 
designed to quash any future alien incursions very quickly. The cruiser is 
put in the care of the Intel Service, and the returning pilots from the Mid- 
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Way — Zero, Maestro, and Casey — are reassigned to this 
ship for its maiden voyage. Meanwhile, the aliens from 
Prophecy are starting cause trouble again in human space, 
Guess what this means? 

Barnes tells us that there have been some under the 
hood improvements to the Prophecy engine, but the focus of 
Secret Ops is more on the serial-style method of developing 
the story through a combination of in-game cut sequences 
and web-based information. The game will havea button that 
will take you right out to the Secret Ops web page, where 
players will be able to uncover more of the story. "There's tons 
and tons of fiction that we're creating to bring the game to 
life," says Barnes. "There's a lot of ground to cover, anda lot 


of issues to explore that will set players up for the next game.” 

As inall WC games, you're given quite an arsenal. The Dust Cannon 
(projectile-type damage with energy-style consumption), the black ops 
Cloudburst weapon (fires a burst of charged particles) and seeking rock- 
ets are just a few of the new fun toys for wannabe star pilots to play with. 

There's been a special emphasis placed on the look and feel of the 
missions, as well. Secret Ops will feature better lighting effects ("Prophe- 
cy was sort of a bad case in designer lighting. This time we let the artists 
take over," Barnes explains), incredible explosions and more large-scale 
objects, such as gigantic space liners and a huge starbase. 

If you've been a dedicated Wing Commander player, now's your 
chance to get something back from Origin. Check out their web page at 
www.origin.com for the exact release date of Secret Ops. 
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GER WOODS 

You've watched him on TV, you've seen him in 
those “I am Tiger Woods” ad campaigns, youve 
purchased his hat — now buy his game! Welcome to 
the links and EA Sports’ “Tiger Woods 99 PGA Tour 
Golf’. Although the marketing types would have you 
believe that the inclusion of Mr. Woods is the biggest 
news in regards to the latest update to their exclusive 
PGA Tour franchise (maybe they're right), we believe 
that the big news for Voodoo owners is that the game 
is finally real-time 3D. Well, not EXACTLY real-time — 
you get 3D ball flight, but all of the players and the 
gallery are digitized 2D bit-maps — giving them kind 
of a glued-on appearance, but that’s for another day 
and another place. You can play in 3D with resolutions 
as high as 1024 x 768. 

Tiger Golf consists of a host of features, none of 
them being new courses, if you've been a dedicated 
fan of the PGA series (Pebble, Sawgrass 
and Summerlin are the three that you 
will find when you fire up the CD). But, 
the good news is that the game is 
backwardly-compatible with all of the 
courses that you've collected over the 
past few years — and they will all play in 
3D. In addition, Tiger Golf supports up to 
four players in internet and network play, 
eight other pro players — including 
Masters and British Open champ, Mark 
O'Meara, seventeen different “Tiger Tips” 
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Hockey is the unofficial sport of Voodoo Magazine. The only 
reasons for living between the end of the Stanley Cup Finals and the 
beginning of pre-season (a period of time that spans justa few short weeks, 
luckily) are new 3D accelerated games. Obviously Electronic Arts 
recognizes the importance of both hockey and 3D games, because last 
years NHL title was hip-checkin’, high-stickin’, biscuit-bashin’ good. And 
NHL 99 is looking even better. Score, ch? 

Thearenas and icelook incredible. Each year, EA brings their sports 
titles one step closer to looking like aTV broadcast, and NHL 99 is thenext 
step in that evolutionary process. The front end and in-game stats have been 
given a bit more polish to bring them up to near TV quality. All 27 arenas 
are in the game, with center ice logos, luxury boxes, retired jerseys and 

championship banners hanging in them. The skaters and goalie animations 











(the guy should do SOMETHING for all of the 
bazillions that EA has hacked up) that have Tiger giving 
the player gameplay tips, both the traditional 3-click 
mouse swing and a drag-the-mouse swing, ‘Tiger 
Charge” Al (we kid you not) that gives Tiger a little juice 
after a shot when playing against the computer, 16-bit 
textures, a number of different camera angles, nine 
different modes of play, and more. 

While the playable version of the game that we 
were given will require a lot of tuning, the basic 
technology looks good. Look for the game to ship in 
September, and for a new course disc, “The Vegas 
Courses”, to ship in November. 














have been mo-capped from NHL players Mike 
Sillinger of the Flyers, Markus Naslund of the 
Canucks, Mattias Ohlund and goon Donald 
Brashear from the Canucks and Panthers goalie John “Beezer” 
Vanbiesbrouck. EA even had the brains to hire Marc Crawford, ex-coach 
of the Colorado Avalanche (go Avs!) to help out with the coaching 
strategies for the game, which is obvious from the way the players behave. 
You'll almost believe you're watching an actual game on the tube, except 
there's less of a chance of seeing Scotty Bowman pick his nose. 

There are lots of new tweaks to this year’s game, as you'd expect. 
EA has improved the shot deflection scheme of the engine, allowing the 
puck to deflect off players when there's heavy traffic in front of the net, 
there's all new goalie Al, hot and cold streaks that affect player stats and 
performance, faster overall gameplay, 18 international teams, complete 
1997-98 season stats, updated ‘98 rosters and commentary from NHL 
broadcasters Daryl Reaugh and Jim Hughson. All we're missing now Isa 
litle color from Hockey Nights Don Cherry, 
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OBLIVION 


It's been said that space is the “final frontier" 
(notsure by whom, but that sounds familiar, doesn’t 
itz). In video game land, space was actually one of 
the first frontiers conquered with the computer 
game “Space War”. Ever since that historic game, 
developers have been trying to perfect the space 
battle game. Microsoft is giving it a go with their on- 
line space game, Oblivion. 

Oblivion is a multiplayer-only space flight/ 
combat/strategy hybrid. You start this mission-based 
game by logging into a strategy room and picking a 
team. The team then discusses the mission and 
decides what equipment and items are necessary for 
their ships. There needs to be a mining ship to get 
materials, an ambulance to help fighters in need, 
warships, etc. 

Once each team member has his ship set up, 
it's time to launch and battle it out with 
the other teams. Team leaders can give 
an overview of the battle and issue 
instructions to each member, while 
keeping an eye on battles, puzzling out 
the right strategy for each situation 
(such as retreating, if discretion is 
required). 

While control is your basic joy- 
stick fare, the physics of space flight are 
a little more realistic then other games 
of this type. This means you can give a 
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Microsoft's version of Flight Sim has been 
around almost as long as the Personal Computer. The 
goal of this "game" was to recreate the learning 
process ot flying a plane as closely as possible. Many 
people who mastered MS Flight Sim felt like they 
could step into a cockpit of a real piper cub or Lear jet 
and take off. Many others felt that they enjoyed the 
learning process but felt like they wanted some action 
once they hit the skies. Microsoft heard those cries. 
Historical accuracy is the name of the game 
here. MS Combat Flight Sim uses the same flight 
engine that MS has been developing for so many 
years, but adds eight WWII planes to learn to fly. 


























short blast of the thrusters to get going in one direc- 
tion, then turn around and explore or fire in all other 
directions. This handy maneuver is important for 
those strafing runs. The result is the feel that you're 
piloting a spaceship, not an F-16. 

The on-line servers keep track of simple things 
for each player, such as kill ratio and player stats. If 
you're looking for quick blast-a-thon, you might 
want to look elsewhere, however. Each game of 
Oblivion promises to take about 2 to 3 hours. Those 
that like sci-fi squad tactics and on-line play will 


want to check this game out. 
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These planes include the P-51D 
Mustang, the Spitfire Mk 1, the P- 
47D Thunderbolt, the Messer- 
schmitt Me 109 E, and others. Each of these airplanes 
has accurately detailed cockpits with working instru- 
ments and gauges. The exterior of each airplane, 
building, vehicles, etc. is a detailed 3D model. Lon- 
don, Paris and Berlin are mapped in full detail, and as 
many as 30 other cities will be modeled using 3D 
detail. You can choose from flying historical missions 
and campaigns, or jump into quick combat. 

This Direct3D title will be force feedback com- 
patible with free Internet play over MS's "Internet 
Gaming Zone", or over LAN and modem-to-modem. 
You can bet there will be a lot of flight sim nuts that 
will feel like they've flown in WW II after playing this 
one! 
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"The idea behind Myth 2 is to expand and improve 
the gameplay experience, to make itboth accessible to 
new players at the beginning of the learning curve 
while providing a challenge for players who mastered 
the original," says Myth 2's lead designer Jason Reiter. 
"Every part of the game has been touched, from 
graphics to engine to sound. Diablo eat your heart out. 

Myth 2 really does look nice, improving upon the 
original game's already sweet graphics with the kind of 
touches and tweaks that come from a solid year of play 
and feedback from both the design team and the 
gaming community at large. Myth 2 contains double 
the amount of frames of animation, and the world mesh 
is now four times as fine, giving the environments a 
much sharper level of detail. The polygon count across 
the entire game has also increased five fold, so the 
characters on-screen look much more lifelike. Bungie 
has also included colored lighting effects in the game, 
so torches will flicker across walls, flames cast ambient 
glows, and dwarven explosions are that much more 


the player comes in. In Myth 2, the gamer takes on the 
role of a commander within Alric's army, this time 
beginning with a much greater role than the first. 

The improved control interface should make it 
much easier to move your units around the field. Jason 
showed how units can be moved in groups, with theAl 
smart enough to have the group retaining its formation 
at the end of the march. Players can now also rotate the 
direction that a group will face at its destination, 
making last second adjustments for enemy movement 
much easier. 

All of the units from the first game are returning 
(with the dwarves and archers having been mercifully 


When the digital press kit for Giants showed up 
at our offices, it caused much puzzlement amongst 
the staff. Reading through the early descriptions of 
the game and its unique elements didn’t really shed 
a whole lot of light on the project. This was by no 
means the fault of the people at Interplay who had 
put the kit together, but more of a testament to the 
bizarre backstory and gameplay of Giants. Planet 
Moon, the development team behind the weirdness 
of Giants, is composed of the core members of 
Shiny’s MDK team, who broke away last year to 
form their own company. 

Giants (which, we must point out, is still a 
working title) is all about a tranquil chunk of prime 
real estate that happens to be floating through space. 
This little worldlet is made up of a few dozen float- 
ing islands with a very Eden-esque feel about them. 
Three forces currently occupy this island: Kabuto, 
(the giant in question), guardian of the island; The 
Sea Reapers, a magical tribe of beautiful women 





wipe out the other two forces. Each race has very dif- 
ferent approached to the way they fight and defend 
themselves. The object is to annihilate the other occu- 
pants of the island in order to claim it as your own. To 
do that, you're going to have to eat, burn, drown, kid- 
nap and crush the opposition. One of the many cool 
aspects of the game is the ability to deform the actu- 
al landscape, cutting, drilling, crushing or ripping the 
ground to form obstacles or traps. 

Kabuto, asa giant, can tear up huge pieces of the 
landscape and hurl them around, as well as eating or 
stomping his opponents, His long legs let him cover 
ground quickly, but he cannot swim, and must make 
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After defeating the hordes of 
Balor in the first game, the land of 
Myth has rested in an uneasy 
peace, which is soon shattered by 
the arrival of a new, more insidious 
darkness. King Alric musters his 
armies to face the Soulblighter's 
unnatural forces, which is where 





improved), while a horde of new fighters have been added. 
There are Mauls (huge orc-like bruisers), Warlocks, flaming 
archers and a number of others to surprise players. 

Jason flew us through a nearly-completed level: the 
player starts on a dusty road and begins battling through a 
town and up toa huge castle. Once at the castle's gates, the 
drawbridge raises, and archers begin to rain arrows on to the 
player's troops. After finding another entrance, the player moves 
in, hacks the enemies to bits and then moves into the castle to 
battle within the walls of the keep. From there, the next level takes 
place inside the castle, a brand new element to the Myth 
gameplay. 

Bungie will be shipping their level design tool on the disc, so 
players will be able to lay out their own maps. The design tool is 
fast and powerful, with simple icon and menu driven commands 
for dragging and dropping units, trees, buildings, etc. Myth 2 will 





who once ruled the island, now 
forced to live on boats to escape 
Kabuto’s wrath; and newcomers the 
Meccaryn, a war-like race that has 
crash landed on the island. 

Giants has been designed with 
a multiplayer bent. Players are able 
to choose one of the races (or race 
in Kabuto’s case) and attempt to 



















his way from island to island. 

The Meccaryn are technoheads encased in powered 
body armor. The Mecc fight in groups of five. Each mem- 
ber of the group can be equipped with different weapons, 
but the formation is controlled as a single unit. Meccs 
have jetpacks attached to their armor, giving them short 
bursts of flight. 

Resembling the Sirens of Greek legends, the Sea Reapers 
control the magical edge of the game. The Sea Reapers have 
developed elemental powers in their efforts to reclaim the island 
from Kabuto, and can whip up sword tornadoes and other dev- 
astating attacks. The Reapers can also transform their boats into 
razor sharp wheels that can attack on land and actually cut 
through the landscape. 

Where most games can be succinctly wrapped up in seven 
words or less (Quake meets Tomb Raider with Warcraft ele- 
ments), Giants is definitely different. Giants is way different, and 


be shipping in the Fourth Quarter of this year for Mac and PC ona 


we look forward to its release in Spring of 99. 
hybrid disc, 
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Last issue, we brought you a very early preview of Activi- 

















a 


————— 





ave become somewhat more independent, with 


| 


He 


When we saw the initial screen shots for Descent 3 a 
few months back, we passed on printing them. The early 
screens that were printed in other magazines were obviously 
not indicative of the game's direction and seemed to be little 
more than rough mock ups. And after seeing the game in 
action in Atlanta, we're very glad we held off. 

Rejoice, tunnel fans! Descent 3 puts you back in very 
familiar surroundings, jetting through enclosed areas at high 
speeds as you duck and weave through hailstorms of enemy 
fire, But, here's a twist — unlike the original Descentttitles and 
the hordes of similar games, Descent 3 lets you fly from 
enclosed tunnels to outside environments within the same 
game, without pausing for loading. The engine for the internal 
environments is separate for the external engine, but the 
transitions between the two are seamless. Even at this early 
peck, there was nothing more than a minuscule pause as the 


offices h 
Volition producing the awesome Descent. Freespace (see 
review on page 68), while Outrage works on Descent 3, 
Outrage is working on adding new robot personalities 
to give the game more character. Like the ThiefBot from the 
earlier titles, Outrage is currently plotting more Al-driven 
ships to follow, fight and harass players as they jet through the 
levels. There will also be ten new weapons, three new ships, 
fifteen massive puzzle-filled levels and new environmental 
effects like wind, rain and fire. Descent 3 joins the very thin 
ranks of OpenGL compatible games as the team works to gel 
it OpenGL compatible — as it stands, Descent 3 currently 


runs on Glide. 
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<ion’s Heavy Gear 2, the sequel to last year’s killer big robot 
action game. Since then, Activision was kind enough to drop 
by our part of the world to give us a more hands-on demo of 
the game, so we could check out the action for ourselves. 
The first thing that was immediately apparent with Heavy 
Gear 2 was the new look. The previous title was running onan 
engine taken from Mechwarrior 2: Mercenaries, which was an 
evolution of the Interstate ‘76 engine, which was in turn an off- 
shoot of the original Mechwarrior 2 software. The code had 
been reworked more times than Demi Moore's chest, and 
much like the ex-Mrs. Willis, was in desperate need of a new 
look. Enter the Dark Side, Activision's brand new 3D engine, 
which runs in both D3D and Glide (yay!). Not only does it have 
acool Darth Vader-like name, but the Dark Side is much clean- 
er and faster than the old code, which, in all fairness, had not 
been designed originally for 3D acceleration. Mip-mapping, 



















scheme backing the engine's speed, HG? is slowly becoming 
more like a 3D shooter than a complicated simulator, Highlight- 
ing this direction is the Gear's new ability to side-step (or strafe) 
as they move fonvard, which should cut down on the charge-the- 
enemy-at-full-speed attacks, and give players a wider range of 
more subtle movements. Gears can also crouch on one knee — 
useful for taking cover behind embankments or buildings — or 
flop down belly-first on the ground to present an even smaller 
target to the enemy. 

Al has been similarly beefed up. In the last outing, the 
enemy Gears were all set in specific locations; play the level 
once or twice, and it was very easy to memorize where the units 
where lurking. There still will bea scripted element in some areas 








alpha channel and particle effects, as well as frame rates in gen- 
| eral have all been improved with this snappy new tech. Dark 
| Side will be the core of several of Activision's upcoming 3D 


ship soared out of the tunnels and into a green valley. The 
outside world adds a heck of a spin (no pun 
intended) to the Descent 3 gameplay; locking 
players in a crowded, claustrophobic level 
meant a higher frame rate on older systems, 
but now, even when zooming outside, the 
frame rates stay nice and high. 

Development on Descent 3 is being 
handled by Outrage, which is basically 
Parallay’s Illinois office. Parallax, the original 
developer of Descent, has always run two 
offices, each headed by one of the two 
principles of the company. Recently, the two 
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SS ees ab Pas eS et a a A RR a a a EE Eng os RSE Sg eh of HG2, but the enemies are now more fluid, responding to your pres- 

ence in different ways. Some may try to circle around you, some will - 
look for cover to snipe from, while others will preform the old fash- 
ioned balls-out rush. Activision showed us an example of this by start- 
ing the same level three times and taking different routes to reach the 
designated area. Each time, the other gears reacted differently, charg- 


ing across a bridge one time, sneaking around a hillside the second, and 
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titles (including Interstate 
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It looks as though Activision’s long-delayed Fighter Fighter Squadron's physics [% ‘82), and is being optimized for the new fanning out in a pincer attack on the third. 
Squadron: Screamin’ Demons Over Europe is finally ready engine is based on super-accurate am Intel processors, Katmai and Deschutes. While the controls of the original HG were familiar to anyone who had 
to roll off the tarmac, much to the delight of WWII flight floating-point mathematics, which With the benefit of Dark Side’s built- clocked some time with the MechWarrior series, this time around they're 
— F sims fans everywhere. Fighter Squadron is the newest title treats planes as the sum of their parts rather than as a single in 3D nature, the Gears can really move. more orientated towards the action fans. Mouse control has been greatly 1 
from Parsoit Interactive, headed up by top flight buff Eric object. Each object in the game universe operates With the first game, you did get the enhanced, making it easier to swing your gear’s aiming reticle around the i 
“Hellcats” Parker, producer of past hits such as Spycraft, according to its own artificial intelligence and physics impression that the suits were much more countryside. Heavy Gear isa lot of things that MechWarrior isn't — the Gears 
A-10 Cuba! and Hellcats Over the Pacific. modeling, creating an unpredictable world. Bullets and | mobile, but they still clunked along like are smaller, more maneuverable units that are much more nimble than their 


Players can choose to play in the American, English 
or German Air Forces, battling over the English Channel, 
German Rhineland or North Africa. Players strap into one 
of ten different fighters and bombers, including the 
Lockheed P-38 Lightning, Messerschmidt Me-262 and the 
Hawker Typhoon. 


hulking 200 ton cousins. And it’s this inherent maneuverability that Activi- 
sion is able to exploit, giving players a game that’s much more action and a 
lot less sim than found in the vanished MechWarrior license. 


shells will drift in the wind, pieces of wings can be shot off 
and damaged vehicles have their flight models altered to 
correspond to the destruction. Each plane has 20-40 | 
“break points,” allowing for sheared off wings, bent 
propellers and engine fires. 
Fighter Squadron features full 3D support — in fact, 
had it shipped when it was originally supposed to, it 
would have been the world’s first 3D accelerated flight 
sim. Fully textured, Gouraud-shaded terrain is modeled 
after authentic WWII battlefields, but has been modified 
to keep the aerial combat fast and intense. 
Gamers can fly as a fighter or bomber 
pilot, or as a navigator in over 90 different 
missions (30 per country). In-flight hot 
switching lets players change planes or 
positions (pilot, gunner, bombardier, 
navigator) at any point during the missions. 
Players can also custom-tailor their own 
single and multiplayer missions with the 
included drag-and-drop mission builder, 
Fighter Squadron features full multiplayer 
support for network and internet play. 


busses with legs. With the new control 
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Aagazine stopped by Ritual Entertainment's tantalizing peek at what the full game promises, the demo 
offices just eleven days before the internet release of inet opens With John Blade, the player's persona in the game, i pay 1] existing leye is save), b 
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the ins and outs of their hotly anticipated upcoming first- 
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gunner position of the helicopter as it follows a pre- 
o 


defined circuit around the bank. The object is for the 
player to take out the missile launchers tiring from the 
root: shoot down enough missiles, and you land safely 
and sneak in the back entrance of the bank. If the chopper 
pets tagged too hard, it ends up crashing, forcing the 
player to go through the muc h more heavily armed tront 
doors. The demo comes across as a heady mix of 
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solid deathmatch beat-down. : 
Sin casts players in the role of John Blade, a cop-tor- 
hire with a private security force in the future. Starting with 
an attempted robbery at a bank, Blade is slowly sucked 
into a strange conspiracy fronted by sexy Elexis Sinc lair 
Elexis is attempting to change humanity by spreading a 
formula called "Vanity," which may or may not hold the 
key to eternal youth and beauty. Elexis begins delivering 
the potion through a street drug, which causes strange 
mutations to occur in the city's drug addicts and homeless. 
Joe Selinske, lead designer on Sin, told us that 
prepping a demo like this "Does change the focus of the 
team a bit, but all the systems and programming of the 
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Goldeneye and Virtua Cop 2. 
: 7 in the first level, Joe shows off one of the most interesting 
; : thing that Ritual is doing with their game. If you shoot out 
certain areas of the roof, your damage is then reflected within 
the contines of the bank. Blow up too many portions of the roof, 
and your pathway later on will be effected, possibly making 


demo are going into the your later route that much more difficult. Joe demonstrates by 


game anyway, There are certain tasks 


shooting down a billboard, which falls through the skylight of the 















that take some extra time, bank. Once inside, he shows where the sign has crashed through and al 

programming-wise, but it's a good destroyed a fountain, flooding an area with water. os 

way for us to make sure we have the Ritual calls these “ABOs”, or Action Based Outcomes, which will 

right gameplay, that the game is happen all throughout the game. In a later sewer level, if the player 

something interesting or new. We're doesn't take out enemies fast enough, they end up shooting out a - oY lt 

providing just a taste of our game to section of bridge ahead, forcing the player to swim through an a RW) wr 
juice players." underwater section rather than simply go through the door at the end be Rangemleann BEaAVO 


of the path, "There are 28 levels to the game, and you could miss six 
or eight levels, even skip an entire mission, if you simply run through 
the game," says Selinske. "To see every level of the game, players will 
actually have to fail some levels." 
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Like John Romero, lon Storm co-founderTom Hall's eyes light 
up with the mention of classic Squaresoft console RPGs like Final 
Fantasy 3 or Chrono Trigger. Unlike Romero's game, however, the 
title that Hall is currently laboring on is much more role-playing 
intensive. In fact, it sounds a little scary when he talks about it. 

“An unknown alien race has left behind planet sized spheres, 
called Senders, which are linked hyperspace gates. Humans have 
also discovered these modular alien devices which they call 
Mysterium Technology (or MysTech) deep inside the core of another 
world, In Anachronax, you start off as a down-on-your-luck 
detective named Sly Boots, and you're given a seemingly small-time 
job that ends up turning into a struggle against an alien force 
determined to crush the universe. In the course of the game, you'll 
travel through 3 dimensions, come across 400 non-player 
characters and encounter upwards of 120 different monsters." 

When pressed for details about certain areas of the game, 

Hall slowly responds with a few carefully thought out words, and 
then quickly adds, "And that's all | want to say 
about that," in a very Karl-from-Sling Blade 
manner. About combat he is extremely tight- 
lipped, dropping only a few tantalizing hints about 
the possibilities. There will be seven playable 
characters in the game, with no more than three in 
a party at one time. 

Hall shows off a few areas of the game, 
mostly highlighting Anachronay's spiffy usage of 
the Quake 2 engine to created detailed 
environments. The game is played from the third 
person perspective, with the camera following the 
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player for the most part, but moving freely where appropriate. The 
camera will close in for a two-shot for dramatic effect when Sly 
Boots talks to another character, for instance, or will circle high 
above when he's being chased by a large monster. 

Hall wants players to equate emotionally with the characters 
in the game, as they grow and develop throughout the course of 
their various story arcs. "We have five writers working on 
Anachronax, and we're aiming to be the first game to have 
consistent cinematic content. It's very important to us that the player 
go through the same emotions the characters do. Instilling a sense 
of dread or wonder in a player makes a game so much deeper." An 
ambitious task is set before the Anachronax crew. We'll check back 
in with them closer to the game's release in '99. 











You can take the man out of id Software, it seems, but you 
can't take id Software out of the man. John Romero seems 
perfectly happy doing his own thing with his shiny new 
company lon Storm, and is especially pleased with his first 
project since departing the 3D gaming powerhouse. 

Daikatana is a mix of seemingly disparate elements; one 
part first person shooter, one part Japanese RPG. "I wanted to do 
something different with a shooter, adding elements from other 
games I like, like Chrono Trigger and Final Fantasy Vl," Romero 
says. 

Like an RPG, players have five attributes — speed, 
jumping, attack power, attack speed and health — which they 
can boost with experience gained from killing monsters. 
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Boosting these elements causes actual 
physical changes in the on-screen 
character, which will be essential for 
multiplayer matches. Fast players will leave afterimages, healthy 
players will bulk up, and strong players will give off a glow to 
warn less powertul players. 

The strange blend of gameplay is heightened by one of the 
key elements of the game: non-player character assistants that 
travel with the player throughout the levels, aiding in firefights, 
dropping snippets of advice, and providing the occasional 
comic relief. Romero explains that for most of the game, "They 
travel with you, shooting monsters and helping out, The real 
challenge is to make sure they follow you correctly." When 
Voodoo visited lon Storm's jaw-droppingly amazing Dallas 
headquarters, the team was still ironing out intelligence issues, 
but Romero seems optimistic about making the Christmas 
season. 

The monsters in Daikatana are made up of around 600 
polygons each, and are wrapped in extremely 
detailed skins. The levels themselves, ranging from 
Ancient Greece to Futuristic Japan, are a lot more 
Complex and open than typical shooters. "We've 
had to do some tweaking to the Quake 2 engine 
to get the right kind of performance. We've had to 
make it both faster and simpler for the larger 
outdoor levels, dropping faces to keep the speed 
up. Each level also has its own color palette and 
style, which means that we'll have crammed both 
CDs full of textures when we ship." 
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| but that knowledge isn't limited to their peptiee ene 
adventurer. Part fighting game, part 3rd person shooter, 
Omikron is a unique hybrid of a number of different 
gaming styles. Utilizing anew 3D engine and incorpo- 
rating motion capture technology (including facial 
movements), this game will play like no other, 
| The control takes a little getting used to, The abili- 

ty to look and fire in one direction and walk in another 
is tough to come to grips with. Once you come across 
a boss, the game switches perspective, strangely turn- 
ing into an entirely different kind of game with new 
controls and style, becoming a Tekken-style fighter. 

Visually, this game has all the goods, including 
gouraud shading, real-time lights and shadows, fog, 
| opacity, translucency... you name it. The player has 
complete freedom of movement throughout the 3D 
city. Traffic and passers-by add to the real- 
ism of the environment. All this technol- 
ogy, as well as the very different styles of 
gameplay within Omikron means that 
the french developers have had to go to 
3D hardware only, making this Eidos’ first 
title to require acceleration. 

The story has something to do with 
this city named Omikron and an evil 
prince collecting souls (details were 
vague as the story is being fleshed out by 
the developers). Your job is to take over 





6B KAI 








—————— ruuisner: ETD OS oeveropen, QUANTIC DREAMS owe Q2 99 
The Eidos team know the true "Croft" 


on eI aS ES PP yp 8 re, DIA Or 


DEH 3 


E NOMAD SOUL 





the body of a citizen and make sure the evil dude does- 
n't become a serious problem. One interesting aspect 
of this game is something called “virtual re-incarna- 
tion," which handles the troublesome idea of “lives” 
within a video game. Instead of having multiple lives 
stockpiled for backup use, when you die, you're 
brought back to life in the form of the next being to 
come in contact with your spirit, so it’s possible to 
come back as male or female, even an animal. 

Your fate in the city of Omikron awaits! Can you 
defeat Astaroth while having a fun time blasting, 
punching and kicking his minions along the way? We'll 
know more when it's released in ‘99. 
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The woman that changed a little company called 
Eidos into a big company is coming back, but | don't 
think that's a surprise to anyone. Of course I'm talking 
| about her highness, the polygon wonder, Ms. Adventure 
herself... Lara Croft. After two games of pretty much the 
same formula, her developers have gone out on a limb 
| and... made the same game yet again! 

OK, maybe I'm being a bit too sarcastic, especially 
since the first Tomb Raider was the first big Voodoo-accel- 
erated game, anda great one at that. And Tomb Raider 2 
was no slouch either, in fact even better then the first. So 
will #3 continue the trend and bea hit? You have to ask? 

This third adventure finds Lara traveling from the 



















deserts of Area 51 in Nevada to the 
islands of the South Pacific. Of 
course, this varying scenery allows for 
some spiffy costume changes to excite the male geeks 
and annoy the feminists. New graphic details include 
weather effects such as rain, snow & mist, reflections, 
transparencies and shadows, multi-colored lighting, and 
other goodies to make your Voodoo card the envy of 
your Playstation-owning friends. Smoke now trails from 
Lara’s weapons as she fires them, ripples follow her as 
she wades through the water and a few new moves, such 
as her rolling somersault, have been added to the over- 
all control set. 

Core is making Lara’s newest adventure with much 
less linear levels that give you the opportunity to decide 
which path Ms. Croft will take. You will have to play 
through the first level of the game; from there you'll have 
the choice of entering any of the next three levels. 

The Artificial Intelligence of the enemies 
has been given a boost so you better start 
working on your intelligence, bub! Let's not 
forget new vehicles to drive and... ah heck, 
why are we even wasting our breath? We're 
going to play this game, you're going to play 
this game, millions of others are going to play 
this game, and we’ all going to be very 
happy... At least until Tomb Raider 4, next 
year. 
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HIBE 
SS PUBLISHER: 
On-line action games are still lacking that real feeling of 
community or group involvement. With Tribes, Dynamix Is 
attempting to take the ideals of true multiplayer gaming to the 
next step in group involvement. : 

Tribes takes place in the unique growing universe that 
Dynamix is building upon. The events take place more thana 
thousand years after Starsiege, in a future where mankind has 
discovered the means to travel instantly from one point in 
space to another through alien Transfer Gates. These Transfer 
Gates spread humanity across the galaxy, with groups of hardy 
explorers constantly exploring and mapping the transfer 
points, pushing the fringes of known space. Out there amongst 
the stars, humans find it hard to keep complex mechanical 
fighting machines running, and develop high tech powered 
body armor as a way to wage war. Battles become a more up 
close and personal affair as a result of this, and groups of 
explorers band together to form Tribes for protection. 

The powered armor is equipped with jet packs and 
equipment storage. Heavier armor, for instance, can take more 
damage and hold more weapons, but the light armor provides 














faster movement and a 
greater range of flight. Weapons include 
sniper fasers, grenade launchers, 
chainguns and explosive discs, 

While Tribes uses the same 3D 
engine as Starsiege, the focus of its 
gameplay is radically different. Instead 
of focusing on vehicular combat, Tribes 
is all about squad-level warfare. The 
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game is being designed specifically as an on-line multiplayer 
game, but there are ten single player “training missions” 
included in the game. These training missions are designed to 
get the player up to speed with the game’s weapons and 
control system more than providing an involving story or 
complicated plot. Imagine a cross between Capture the Flag 
and Team Fortress with a bit of real-time strategy added, and 
you've begun to appreciate the basic ideas behind Tribes. The 
game will support up to four eight-player teams within one 
evel, with a variety of different objectives to spice up the 
action. In one game, a team might have to guard a VIP while 
the other teams attempt to assassinate him, or capture and 
hold three control stations within a large fortress. And, of 


































course, there's always deathmatches for those with simpler 
appetites. 

While there definitely is an enjoyable run-and-gun aspect to 
the game, Tribes is really distinguished from other 3D shooters by 
the Command Screen. On this secondary screen, players are given 
a top-down view of the level map, with icons showing teammates’ 
positions, enemies in range, territory controlled and an eagle-eye 
view of the surrounding countryside. From this menu, players can issue 
commands to subordinates, or respond to orders given by team leaders, 
allowing you to plot out your course of action with an eye towards the 
entire team’s overall plan. By clicking on their own icon, or on players of 
lower rank, gamers can issue orders, which are instantly displayed on each 
team member's screen. When players receive an order, a waypoint pops 
up on the on-screen nav bar, indicating the destination point. There’s much 
potential for armchair generals to really get into this style of gameplay, for 
once without having to worry about the pathfinding skills or relative 
intelligence of the units being commanded. Voodoo Magazine is very 
much looking forward to forming a Tribe and kicking your butt when the 
game is released this Christmas. 














STARSIE 

After two Earthsiege titles, why the sudden name 
change? A reasonable question, witha simple enough 
answer. According to Rick Overman, lead programmer 
on Starsiege, “Calling the game Earthsiege 3 would be 
too limiting. It’s no longer just about Earth, and stick- 
ing with that name would mean that we wouldn't be 
able to do Tribes, as well.” 

Starsiege takes place 300 years after the end of 
Earthsiege 2. While it seems that the Cybrids, the 
machine-based intelligence that threatened all human 
life in both the Earthsiege and Cyberstorm games, had 
been defeated, they‘ve actually retreated to the edges 
of human space to regroup and rebuild. In the mean- 
time, the Earth Empire has begun a massive fortifica- 
tion effort, oppressing the Martian and Venusian 
colonies in order to strengthen the home world’s 
defenses. The outer colonies rebel, and massive in- 
fighting rips through the human worlds. The Cybrids 
see this as their moment, and begin what may be the 
final offensive on humanity. 
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Visually, Starsiege is 
quite stunning. Dynamix has 
whipped up a very powerful 3D 
engine, with their eye toward the 
future. All graphic settings (distance, 
sky, texture quality, etc.) are con- 
trolled by sliders, with the nominal 
default setting geared towards first 
generation Voodoo Graphics accel- 
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eration. As 3D technology progresses and CPUs get 
faster, you'll be able to turn up the settings for some 
amazing displays. The sliders are also helpful for getting 
lower end systems to run well. 

In Earthsiege 2, Dynamix let players pilot the gigan- 
tic HERCs and, for the first time, fl Peers Se ranane 
cles. In the new game, more industrial vehicles have 
been added to the fray in the form of the rebel craft, 
which is heavy machinery (drills, bulldozers and the 
like) that they have appropriated for their cause. There 
are more than 25 customizable vehicles altogether, and 
40 weapons to stick on ‘em. 

The control scheme has been greatly simplified to 



















up the pace of the game. The team has built in support for just 

about every control scheme available, from mouse and key- 

board to almost any joystick or controller you can imagine. 

All in-game HUDs are user friendly as well; you can switch 

read outs and displays all around the screen simply by drag- 

ging and dropping, making it easy to keep an eye on those 
critical systems. 

Starsiege is going to keep you playing for awhile. There are 
more than 45 campaigns that take place on 7 different landscapes. 
Environments include ice plains, deserts, rolling hills and urban 
cityscapes. The Starsiege engine is also robust enough to support 
both indoor and outdoor action within the same game; HERCs and 
machines can scoot inside buildings for additional cover and 
action. On the multiplayer side there’s the usual complement of 
deathmatch options, including capture the flag, team co-operative, 
and good old fashioned kill-everything-that-moves. Dynamix is 
even letting users create their own skins and textures for the units 
in the game, which should provide for some wild on-line games. 
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CYBER BARRY 


Heet Barry Sanders, Cyber Athlete” ond instant 1D machine. 
Think you can stop him? Better put some pads on your PC. This 
is football, Hadden-style. Super hi-res graphics. Bigger big men. 
Head-to-head internet play. Turf-burning One-Button Hode™ 
And for every D you draw up, some sweet jukes just woitin to shred i. 
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THE GOOD, THE Bap. 


In October of 1996, a small company called 3Dfx changed the face of 
the 3D industry by releasing Voodoo Graphics, a technology so unexpected- 
ly brilliant that many competitors are still catching up two years later. The 
company shocked everyone by meeting their predicted hardware perfor- 
mance: ina very short period of time, people came to expect great things from 
3Dix. By and large, the company has lived up to these expectations, taking 
the industry to a new performance level yet again earlier this year with the 
Voodoo 2, but there was one perceived blemish on 3Dfx's record: the Voodoo 
Rush. ; 

Rush was 3Dix's firstattempt to enter the lucrative 2D/3D graphics mar- 
ket — their other products to date have been 3D-only, requiring that users 
already havea 2D card in their machine. Having no experience in 2D graph- 
ics, 3Dfx joined with a2D company, Alliance Semiconductor, and produced 
a board which essentially glued the Voodoo chipset to Alliance's 2D hard- 
ware, The result was the Voodoo Rush, a card beset with problems: it was 
slower than predicted (and expected) in both 2D and 3D, and it had com- 
patibility issues with some of the software written for the Voodoo card, People 
\were not happy. In 3Dix's defense, no other 2D/3D solution available at the 
time was even close to the Rush's 3D performance, and a lot of 3D software 
ran fine on the board. However, the company had set a high standard for itself 
with the Voodoo chipset and the perception was and is, that they failed to pro- 
duce when 2D was added to the mix. 

As a result, both excitement and skepticism ran high when 3Dfx 
announced that they would be producing an extremely high-performance 
2D/3D solution entirely in-house, the Voodoo Banshee. The Banshee would 
be cheap, they said, and it would be fast — this time they'd do it right. Of 
course, they also said that they'd release it in the beginning of 1998, but 
Voodoo 2 was moved up and the Banshee was pushed back to summer. 
Worse, by the time Voodoo 2 reached the market, competing companies 
were already announcing 2D/3D solutions of their own, with spec sheets that 
boggled the mind. 3Dix, as usual, refused to release even the simplest of specs 
on the Banshee, and the aforementioned excitement and skepticism (partic- 
ularly the skepticism) shot through the roof, 

Well, now it's summer and the Banshee is finally nearing its debut. 
3Dfx's veil of secrecy has been lifted and the competitor's products are 
becoming available for real-world testing: what once was blurry has become 
clearer. We can now answer the question in the title above: is it going to be 
Good, Bad, or Ugly? (cue the drum roll...) 

The envelope, please... the answer is: "Good!" 3Dix's Banshee chip 
looks great and, in any sane world, it should do very well in its target market, 
system OEM's (e.g. the Dells, Compagqs, and Gateways of the world). While 
3Dfx has so fartried to sell primarily to the gaming enthusiast, the Banshee is 
aimed at a different, and tar larger group, the average computer owner. The 
Banshee was carefully designed to appeal to the general consumer and to the 
system OEM's that sell to them. It was not meant to be a replacement for the 
Voodoo 2, but rather a companion product addressing a market the compa- 
nv‘s 3D-only solutions can't reach. In order to do this, 3Dfx had to dance a 
fine line between killing the cash cow (Voodoo 2) by outperforming it, and 
undershooting the competition by underperforming them. To the company's 
credit, they seem to have executed quite solidly, with only alittle wobble here 
and there. All in all, the Banshee should be a success for both the company 
and the consumers. 





So, What's It Like? 


On June 22nd, we finally found out. The reactions have been varied, 
but in my opinion, most of the negative press has been the result of ignorance, 
bias ara misconception of the Banshee's design goals. Asa whole, 3Dix suc- 
ceeded admirably in making the Banshee what they wanted it to be; an inex- 
pensive, one-stop solution for 2D and Voodoo-class 3D which should attract 


awhole lot of system OEM interest. By 
doing this, 3Dfx stands not only to 
makea lot of money on Banshee sales 
in new computers, but also to 
strengthen the presence and viability 
of the company's proprietary (but very 
fast) 3D API, Glide. 

These and many other rewards 
await 3Dfx if the Banshee is good 
enough. So, is it? Let's see... 


FeOS5Be LIBAN 
> 98711720005" 
TAIWAN) 1001 


"1 500-0008-02 





The Positive: 


There are a lot of good things about the Banshee, as one can see from 
the chip's excellent specs (see sidebar, "The B-Files: The Secret Specs 
Revealed"), Many of these are rather standard for 2D/3D boards, however, 
such as 3D acceleration in a window, support for various video options, etc. 
Suffice it to say that the Banshee does everything it should to be an upstand- 
ing and respectable 2D/3D card — in other words, the standard features are 
all there. While this is an important achievement (especially for the compa- 
ny's first in-house 2D/3D part), the purpose of this article is to look at what 
makes the Banshee special. So, having established that the Banshee has all of 
the fundamentals covered, let's move on to what makes the Banshee stand 
out from the crowd. 

First (and perhaps most importantly given the Banshee's orientation 
towards system OEM's), the 2D portion of the chip is fantastic. In fact, indi- 
cations are that the Banshee is the fastest consumer 2D graphics board ever 
produced. It is within about 1% of being as fast as is theoretically possible 
with current machines. This is a coup for 3Dfx, which had mediocre 2D per- 
formance in Voodoo Rush and which most people didn't trust to go outside 
of their realm of expertise (3D), much less supercede more experienced 2D 
companies like Matrox (actually, this is much more than a bit of an embar- 
rassment for companies like Matrox and Number 9). While many people 
have been dismissing the importance of the Banshee's 2D performance on 
the grounds that games don't need it any more, i think they are missing the 
meat of the matter: 2D is crucial to system OEM acceptance, and that’s the 
Banshee's true mission. The Banshee isn't meant to be a gamer's add-on 
peripheral, but an everyday main graphics system which has the added capa- 
bility to play games at an outstanding clip. Having the world's fastest 2D is a 
huge step in this direction. 

Banshee's 3D speed is also excellent. The chip manages 100 million 
pixels per second, bilinear or pseudo-trilinear-filtered: on real world game 
benchmarks like 3D GameGauge, the alpha release of the Banshee and its 
drivers place second only to the Voodoo 2—the nearest 2D/3D competitors 
as of this writing (i740, Rival28) are about 1/2 as fast. In relation to the 
announced competition (more on this below), the Banshee also fairs well: 
only NVIDIA's Riva TNT has the potential to completely out-class it and that 
chip should be in a different price category, and thus a different market. 
Moreover, 3Dfx has a reputation for meeting or exceeding it's speed claims 
(their worst gaffe being a 10% shortfall on the Voodoo Rush), while the com- 
petitors’ products routinely miss their advertised performance by 50% or 
more, Finally, since the Banshee is a Voodoo-based chip, it's able to run Glide 
versions of games, which adds yet more speed in comparison to other com- 
panies' 3D chips. 

Speaking of graphics APIs, the Banshee, along with the other 3Dfx prod- 
cts, enjoys the singular position of supporting every major API — OpenGL, 
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Direct 3D, and 3Dfx's own Glide. The value of this level of compatibility is difficult to overstate 
—no one (especially not casual gaming purchasers of pre-built OEM systems) wants to find out 
that the game they want won'trun, or won't run well on their machine. According to 3Dfx, there 
are already more than 250 3D-accelerated games which will run on the Voodoo line, many of 
which are Voodoo-exclusive, and more of which enable a greater number of features on 3Dfx 
hardware. The company expects that number to grow to around 400 by Christmas, with at least 
60 titles being Glide-only. Compatibility is practically a mantra at 3Dfx, one of the company's 
primary goals is to provide developers with a stable high-performance platform that they can rely 
on over time. To this end, the company employs 12 engineers in-house just for quality assurance 
and developer relations — all day long these people play games until they break, then dive into 
the code with the games' programmers to find and fix the problems. Furthermore, by building 
the Banshee around the Voodoo 2's rendering core, 3Dfx has already neatly side-stepped many 
potential incompatibilities. Whether from a developer's, consumer's, or OEM's point of view, 
compatibility — and thus smoothness and ease of use —is a very big deal. 

Contrary to atleast one analyst's predictions, the Banshee has a 128-bit memory bus. This 
fast, wide bus provides enough bandwidth to allow the chip to sustain its peak performance with 
all rendering features turned on. The memory poo! that the bus serves can contain up to 16 MB 
of industry standard (and thus very cheap) SDRAM or SGRAM. Unlike its older sibling, the 
Banshee needn't use expensive and rare high-speed EDO chips. 

Asa resultof the large potential memory pool, the Banshee can do 3D at very high resolu- 
tions (more important for 3D-in-a-window than for games, currently) and can hold a very large 
amount of textures locally. The Banshee's reliance on local memory rather than AGP for its pri- 
mary texture storage has been roundly criticized by some. In my opinion, this is downright silly 
— it's a big plus that the Banshee doesn't use AGP to do direct texturing from main memory — 
there is no possible way that AGP (1X, or 2X) could keep the Banshee's hunger for textures sat- 
istied (see sidebar, "AGP: The Truth About Texturing’). 


The Banshee uses 3Dfx's patented technology to mesh more tightly with the Pentium II's 


peculiarities, providing as much asa 20% increase in performance. The Pentium II family has 
the ability to execute instructions in a different order than they appear in a program. This capa- 
bility, called out-of-order execution, allows the CPU to get more work done in the same amount 
of time. Unfortunately, what's good for the CPU can be bad for the 3D graphics hardware. By 
reordering a game's instructions, for instance, the CPU may'scramble the order of texturing or 
alpha-blending steps, creating the potential for serious visual artifacts. Most 3D solutions deal 
with this problem at the driver stage by collecting the scrambled instructions and untangling 
them before sending them on'to the 3D board. 3Dfx, however, has developed silicon which 
allows them to avoid this costly step and to render directly from.the CPU's command stream. 

Contrary to the concerns of many, the Banshee has avery high speed RAMDAC (230-250 
MHz), which allows it to display 24-bit true-color screens at very high resolutions (up-to 
1920X1440) at excellent refresh rates. : ; : 

Along with its Voodoo siblings the Banshee shares a consumer brand name thatis the envy 
of it's competitors. Similarly, the mindshare of 3Dfx's 3D hardware is extraordinary among 3D 
game developers, giving the Banshee another leg up. 


The Negative: 


There's not alot negative about the board from my point of view. The only things that dis- 
appointed me were finding out that they were going to wait until '99 to move toa 125 MHz clock 
speed and that the price differentials for the different memory configurations seem extreme. In 
my opinion, it would have been better to come out with a 125 MHz version firstand maybe 
moved to 150 MHz later. However, it's hardly the end of the world. As for the price vs. memory 
configuration issue, that's just strange and may be sorted out by board manufacturer competi- 
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| The B-Files: The Secret Specs 

Revealed 

3B: 

¢ 100 Million pixels/s 

° triangle setup engine for 4 Million 
triangles/s 

* Voodoo 2 core: should yield excellent 
compatibility 

¢ 4,8, or 16 MB of SGRAM, or16MBof 
SDRAM 4 

¢ 3D resolution up to 1600X1200 
(possibly higher) 

¢ internal calculations done at 32-bit 
accuracy 

° 8, 16, or 32 bit textures in multiple 
formats 

* palettized and compressed textures 










* pseudo-trilinear filtering (LOD dithered 
MIP mapping) 

° 3D ina window 

* memory architecture is optimized for 
mixed 2D and 3D 

* 16-bit floating-point Z-buffer 

* 128-bit memory system 

° SGRAM block writes: 8X faster for fills, 
Z-clears, etc. 

° dynamic environment mapping 

¢ bump mapping (using texture offsets) 

¢ Pentium Il-optimized: handles out-of- 
order-execution 

° stays at or near peak performance with 
most features on 

* patented fogging technology: 
exponential table-based 

° effects are per-pixel and perspective 
corrected 

® edge antialiasing (for about a 50% 
performance hit) 

® supports all major APIs, including a full 
OpenGL ICD 

2D: 

° 250 MHz RAMDAC for resolutions up to 
1900X1440 

e DVD playback acceleration (YUV 
conversion) 

 daughterboard slot for hardware DVD, 
etc. 

support for TV-out 

© two gamma settings at a time (e.g. video 
PYave Re lct\aceye)) 

¢ 128-bit 2D graphics, including the VGA 
core 

¢ The entire Windows GDI in hardware 

e All 256 Raster Operations in hardware 

General: 

¢ GameGauge result on a Pll 400 using 
alpha drivers is 506 

¢ PCl or AGP 1X 

® more transistors than a Pentium Pro CPU 

® Available at the end of August 
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B, the cost to go from a 4 MB 
this strikes me as outrageous, 
at competition will 


tion: basically, although 100 MHz SDRAM retails for less than $1/M 
Banshee ($125) to a 16 MB Banshee ($225) is more like S8/MB. While 
itdoes seem to be industry practice, and, as | just said, there is always the hope th 
2 ice differential into line with reality. 
a eal there's just not much wrong with the chip, given its target market. one are a 
plaining that it doesn't have two texturing engines like the Voodoo 2 and the Riva iM ure ‘ W a 
be the fastest chip for the remainder of the year, etc. I say, so what? The Banshee isn'tanc w asn bes 
to be the absolute 3D high-performance leader — the Voodoo 2 is 3Dfx's entry in that race. We 
Banshee, as I've said above, is supposed to be a low-cost halls ve OEM part for the gen- 
al populace and casual gamers. In that light, these 'flaws' are no big deal. } = 5 

= Finally, alotof Heahas been made about the lack of AGP 2X and AGP texturing, Thisisa total 
non-issue: AGP 2X is too slow by a country mile (or 5) to serve as a primary texturing system (see side- 
bar, "AGP: The Truth About Texturing") and AGP 1X is more than enough for the other duties the sys- 
tem-to-board bus must perform. In any case, long before the Banshee family will actually need AGP 
2x, that feature will be added (in the coming upgrade mentioned above). The only semi-valid con- 
cem|l've seen raised about the lack of AGP 2X support in the Banshee is that system OEM's might be 
unhappy that they won't be able to put that feature on their bullet lists. However, | suspect that this is 
also no big deal, as Joe or Jane Consumer is almost certain to be more impressed by "fastest 2D in the 
world," 3D ix inside," works with more games than anyone else," than "has AGP 2X." Banshee boards 
can rightly claim to have "AGP" — how many people are going to know or care that there's no "2X" 
tacked on? 


How Does It Stack Up? 


In comparison to products available as of this writing, the Banshee rocks, kicks butt, takes out 
the trash... pick your favorite descriptive phrase. As mentioned above, the Banshee performs twice 
as Well as these competitors in actual games. The situation with the announced competition, how- 
ever, is more complex. 

Even when compared with many of the upcoming products, the Banshee does extremely well. 
Preliminary benchmarks on the much-anticipated Matrox G200, for instance, indicate that it will be 
slower than the Banshee in nearly every particular, including Matrox’s forte — 2D performance. $3's 
Savage 3D could be slightly faster if it lives up to its paper specs, but the performance numbers cur- 
tently available for it show that it may fall well short. NEC/Videologic's PowerVR Second Generation 
is a big question mark: it could be considerably faster than the Banshee in most cases if it lives up to 
its PR and hype. However, it looks like there are problems with NEC's mystery chip — it's not up to 
speed and may Well be late to market whether or not they manage to get it up to its promised specs. 

The biggest apparent threat is the Riva TNT. On paper, this chip should blow the Banshee out 

of the water in 3D performance. In fact, theoretically, the TNT's 3D should blow everything but 
Voodoo 2 SLI out of the water, but early results from various benchmark tests aren't backing up the 
company's early claims. However, there are four important ameliorating factors in the Banshee's favor: 
the 3Dix brand name, game compatibility, cost, and the familiar specter of real-world performance 
shortfalls. Cost may be the most important difference — the cheapest announced version of a TNT 
hoard to date is set to retail for $299, as compared to $125/$150 for the Banshee. This is a big differ- 
ence for the system OEM's, and, as a result, the TNT is actually less a competitor for the Banshee than 
itis for the Voodoo 2: the Banshee and the TNT are currently aimed at fundamentally different mar- 
Kets. As for the TNT failing to meet its paper specs, that also seems likely. Preliminary benchmarks 
with the chip have shown around 35% of it's promised performance; NVIDIA has failed to meet it's 
predicted performance claims before, with the Riva 128 running about 50% slower than their earli- 
er claims, The chip will apparently debut later and on slower silicon than expected. The TNT will 
need 200 MHz SGRAM to even hope to maintain peak performance, but that type of memory hasn't 
even been formally announced yet, to my knowledge. | suspect that the TNT was designed to be per- 
formance-capped with current memory and to speed up as faster memory became available, but the 
marketing department decided to claim the future numbers as the initial ones for PR purposes. Even 
if 200 MHz SGRAM is somehow available by Fall, no one will be using it but NVIDIA, meaning that 
the TNT will cost even more in its highest-speed configuration. 

More importantly, the Riva 128 is being squeezed hard by the Intel i740, and the company's 
planned initial public offering (IPO) is late and looking more and more distant. I NVIDIA can't secure 
the capital they need in some other way, they may have serious problems finishi ng the TNT, ramping 
its production up and getting it out into the market. Similarly, they may be handicapped in a price war 


if they have little in the way of cash reserves and need to maintain high profit margins on the TNT in 
order to survive. 


The Bottom Line: 


Basically, the Banshee looks like it will perform better than, or as well as, everything in its price 
range and target market. The Banshee's 2D and 3D performance and features, together with the 3Dfx 
name, unequaled software compatibility, huge developer mindshare, and the performance boost of 
access to Glide versions of games (which often run as much as 30% faster than the Direct 3D ver- 
sions), should make ita real success, 3DIx is extremely confident about their latest offering, and they 
have good reason to be: the Banshee is right on target. ; 


by Michael Flemmi 
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AGP: The Truth About 


Texturing 

There's a lot of hype going around about 
AGP these days. The main message seems to be: 
"use a board with AGP (or AGP 2X) — it'll be 
cheaper and you'll get nearly unlimited textures!" 
The theory is that AGP, a fast connection between 
your graphics board and main memory, will 
allow you to ditch the expensive local memory 
on your 3D board and texture directly from all 
that RAM you already bought for your system. 
Seems reasonable, right? Except that memory is 
dirt cheap and AGP is too slow to texture with. 

The truth of the matter is that when Intel 
originally designed AGP, memory cost more than 
4000% of what it does now: it was often the most 
costly part of a graphics board. As a result, AGP's 
original mission was to get rid of on-board 
memory so vendors could make cheaper 
graphics boards. Today, however, memory retails 
for around $0.60/MB; who cares about reducing 
on-board RAM? Poor Intel —who could have 
predicted a 40-fold decrease in memory prices? 
The upshot is that we don't need AGP to save us 
money, so proponents of the technology have 
scrambled to find a new mission for it. This is 
how we arrived at all this PR about AGP's 
"unlimited texturing" capabilities. It would be 
nice if it were true. Unfortunately, it's a 
marketing lie. 

AGP's job is to pass triangle and texture 
information from the CPU/main memory to the 
graphics board. Under perfect conditions, AGP 
can move 264 MB of this information per second, 
while AGP 2X can manage 528 MB. However, 
these peak values are seldom if ever seen: real- 
world performance is actually in the 
neighborhood of 165 MB/s and 330 MB/s, 
respectively. Since about 70/MB/s of that is taken 
up by triangle information in cutting-edge games, 
the capacity available for texturing is even less — 
about 100 MB/s and 260 MB/s (see chart below). 

This is grossly insufficient for current high- 
performance 3D hardware, much less _next- 
generation cards. The Banshee, for instance, 
needs enough texture information to render 100 
million pixels per second. If the textures are 8-bit 
and bilinear filtered, then "only" 400 MB/s are 
required. Move to 16-bit textures, and that 
doubles; go to trilinear filtering and it doubles 
again. Even the 1,600 MB/s provided by the local 
memory system can't manage 16-bit trilinear 
texturing, since some of its capacity is needed for 
Z-buffering, etc. Imagine how things would look 
with 32-bit textures and 200 million pixels/s or 
more! Itshould be obvious that AGP is and will 
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IN SEARCH OF A 
NEW IDENTITY: 
989 Studios wants “yf 
you to forget all 

_ aboutthatfour , 
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i" you were just starting out as a publishing company, trying to grab some of that 
néts rapidly disappearing shelf space and fickle consumer attention, would you want 
to turn your back on the $44 billion parent nurturing you? If you had access to and 
funding from of one of the world's biggest consumer electronics companies, it would 
seem crazy to ignore those available resources. Maybe not so crazy. There are a lot of 
strings that come attached to being part of the Sony family, as 989 Studios (formerly Sony 
Interactive Studios) is all too aware. 

Just a few months ago, 989's president, Kelly Flock, decided that it was time to cut the 
corporate strings, for the development studio to move out and find their own destiny. 
Flack wants to take his company away from being perceived simply as Sony's (primarily 
PlayStation) development group, to break out and become known as a top-tier 
publishing company in their own right. Now, 989 Studios has to step fonvard and prove 
themselves on their own merits, without the positives or negatives of being affiliated with 
Sony. 

Itseems as though they've taken the right steps so far. Flock has staffed his company with 
a smart mixture of young, determined game developers and veteran marketing types. 
But, as Flock will tell you himself, the most important part of being a world-class 
publishing company is having world-class games. While 989 has already established a 
Sreat track record on the PlayStation (GameDay, Twisted Metal, Blasto), their presence 
in the PC gaming world has so far been slight (their biggest title to date being Tanarus, 
Which We reviewed in our first issue). 989 is primed to grab hold of the PC market and 
shake things up a bit. | braved a trip to the beautiful San Diego home base of the PC 
Development side of 989 Studios to take a look at the company's titles for this year and 
{o see just where their ultimate goals lie for the future. 


GAMING STRATEGIES 


Itseemed natural to start with John Smedley, 989's director of PC development. John 
started designing games ten years ago on the Apple Il, heading his own company in the 
‘80's, Knight Technologies (shamefaced, | drag the truth out of him: John admits the name 
came about because he was a "huge Knight Rider fan’ - oy!), that did a number of titles 
for both the Atari Lynx and the Nintendo 8-bit system, Eventually, Knight Technologies 
was bought out by Park Place Productions, where John began working on sports related 
video games. John left Park Place a few years ago to go work for fledgling start-up Sony 
Interactive Studios America (SISA), and eventually, brought over most of the other 
dey elopers he had worked with at Park Place as well (causing abit ofa headache anda 
minor-league lawsuit in the process). The initial mission within SISA was to create games 
tor the newest next generation game console, Sony's PlayStation, rel 
Three years ago, John got the OK to begin working on the company's first PC product, 
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Tanarus, with two other programmers. (aN? 
Now John heads up all PC game We\__ 
development for 989 Studios. Bap ; 
“Our basic plan now is to target high-end John Smedley, Director of PC 
PCs. Our overall strategy is to push for the Development 
high ground in the PC world. We want to be one of the first companies to be completely 
3D hardware-only. We recognize that we're still working within a building market, bu 
Wwe want to be there first, to get in on the ground floor, so that by the time everyone else 
comes in, we'll already have had a year or two to get our bearings. This way, we intend 
to be ahead of everyone else. We're making a commitment to these emerging technology 
markets early, in order to be able to take full advantage of them as they mature." 
"We're going towards a very strong on-line presence; everything we do will have 
excellent internet support built in. We're setting up our own matching service, 
989studios.net, which we're modeling after Blizzard's Battlenet. It'll be free and really 
easy to log on and find a game right away; in GameDay '99, the feature's already built 
in and working." 
"Going 3D-only and on-line only isn't as crazy as it may seem, especially when you 
realize that the demographics are so good for the really high-end users. These guys are 
the early adopters, period. The on-line players are the same people who were amongst 
the first Voodoo Graphics owners out there, and have bought Voodoo 2 cards since. It's 
avery smart strategy to be out there early, so that when the rest of the world catches up: 
we'll be prepared. We're able to trailblaze in areas where only companies with large 
resources can go." 
"The trick, though, is to make sure all your bets are covered. If you're going to g0 3D. 
only, better make sure that all cards are supported. We started off with Glide in Tanarus, 
but we now support 27 other kinds of video accelerators, even the Virge chipset. Hey, t 
may not be the fastest or the prettiest, but there sure are a lot of people out there wil 
Virge-based machines, it's sort of like training wheels. At first, we supported 3D because 
itwas cool, but now it's necessary. We buy every card that comes out, even if it's terrible, 
just to make sure we have the broadest possible 3D support. We run compatibility tes 
every week just to make sure every game is working." 
"In some cases, we're working with established franchises (such as GameDay '99), bul 
we're not interested in just doing ports. We want to be a first-rate developer on the 
ae Boal nae ie 3-4 ‘A titles per year, no substandard games." : 
prototype phase, we'll shoot games. If we sit down to look ata proposal ora gam’ 
carly on in development and we don't think that it's coming together, we won't let it ge 
any further. We've killed games late in the development cycle, rather than puta poe 
title out. It's not cheap to do, but | feel it's much smarter in the long run, Ifthe custom 
thinks that you're releasing schlock, he'll stay away from the other products you release 
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THE FUTURE OF FANTASY 


The title that has so far impressed me the most in 989's line up is EverQuest. EverQuest 
is the first on-line only, 3D acceleration required RPG. It's a massive project and is 
obviously the center of a lot of attention within the company. When asked about 
EverQuest, John has nothing but good things to say. 
Brad McQuaid, EverQuest's producer began his career in software development as a 
MIS director managing a team working on business software. But on the side, Brad was 
working on a shareware RPG, which he describes as a "single-player Ultima VIl-ish 
game," that John ended up seeing. John approached Brad, and eventually brought him 
into the EQ fold. 
"[hired Brad because he's an RPG guy, and because | have the faith that he can 
produce an excellent on-line RPG," says John. "Brad started as lead programmer on 
the project, but he had such passion for the title | decided to make him the producer. 
Brad IS EverQuest.” : 

Brad seems to have been a perfect candidate for developing this 
multiplayer experience. "I don't care about single player games 
anymore, | feel alone in those games. | started off playing a lot 
of the MUDs (Multi-User Dungeons, essentially the text-based 
Progenitors or UO and EQ), just waiting for the internet and 
hardware to catch up enough to my visions." 

“The problem with RPGs is that they have such a long 
development cycle that by the time they release, they're usually : 
Very dated - take a look at Might and Magic VI, for example. The iS 
last RPG to really hit at the right time was Dungeon Master, 
Which was years ago. We've always wanted to be very cutting 
edge with EQ, but our original plans were for software only, with * 
8-bit color. Eventually, we decided that we wanted to include 3D hardware support, 
and for a few months, we had support for both software and hardware built in. Last 
year, however, the studio as a whole decided to commit to a 3D-only stance, and we 
Pulled the plug on software support." 

EQ is a true 3D environment. What we're doing is totally unprecedented. We have 
areas underwater, arctic zones, deserts, forests, jungles, dungeons, castles, cities... 
There's no overall storyline or quest to EQ, just a huge, fantastic virtual world for you 
'oexplore.The majority of these areas are not accessible at first. As a newbie, you may 
hear rumors of these fantastic areas, but until you've played for a few months, your 
Character just won't survive in these places." ' rote: 

9 you start developing your character's role, putting a lot of effort into building him 

or her up, When you finally are able to go out to these other areas — and survive — 
you'll be able to come back and tell others about it. There's a lot of pride in being able 
to accomplish something like this. The game is designed to take players a year to max 






out their characters, to get from level one to level fifty. We wanted EQ to be a viable 
game two years into the future. The real challenge is to keep people playing on and 
on." 

"Our job will be to put content into this world so players can get something out of it. 
We didn't call the game EverQUEST for nothing. There's a rich history to the world that 
we've been creating over the past two years, which will slowly be exposed to the player 
community. We've created a world with depth and detail for people to explore, to 
socialize, to hack and slash, to adventure and role play in. Our challenge is to put 
enough variety and content into this world to make it all interesting.” 

"In my opinion, an RPG's greatest strength is sometimes its greatest weakness. All those 
stats and skills and points can sometimes be overwhelming. With EQ, there's a 
commitment to ease a new player into the game. Guild Masters will send you around 
on very simple quests at first, so you can learn the game controls, how to interact with 
NPCs and how to buy things. UO, in some cases, can make players feel like a child 
dumped into the heart of New York City; there's so much to do 
and see and no one helping you out thatit's very easy to quickly 
become overwhelmed. We're also going to provide a nice 
manual to help people out.” 

"The key difference between EQ and the other multiplayer RPGs 
is our emphasis on group play and cooperation versus the player- 
versus-player mentality. People are encouraged to work together, 
to form teams and parties, as opposed to just wandering around 
by themselves. 

"We want our users talking together socially, because it compels 
people to keep coming back; this has been going on tor years on 
MUDs. It's very easy to find another person on-line. You can talk 





Brad McQuaid, Producer, EQ. any person in the world from any pointin the game — it may not 


be realistic, but it's good for gameplay. Of course, getting tothat person may not always 

be easy, especially if you're separated by an entire continent. We're doing a lot of 

things to try and bring people together” pre aes . ; 

| ask Brad about the single greatest point of contention within the on-line gaming 

world, the often ugly world of Player Killers. "You can be a Player Killer inEQ, but it's 

a switch within your game settings. PK'ers will be easily identified by their 
names, and won'tbe able to harm those that aren't. A lot of players want to be able to 
go on adventures and quests without worrying about people who are on the net eight 
heir character's levels. You can also start off as a non-PK'er, work 


hours a day, raising t non- 
your way up a few levels, learn the controls of the game and then switch if you want. 


Ortwo non-PK characters can consent toa duel and fight to the death if they wantto. 
Both players must consent, and no one else can interfere. We're trying to 
accommodate all styles of play, except for the 'PK bully’ who can only have a good 
time by spoiling someone else's fun. That type of player will be very frustrated by EQ. 
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| THE NEW FACE OF PC FOOTBALL 


After the dizzying world of EverQuest, I'm introduced to Joe Hight, the 
producer of GameDay '99 on the PC. Joe started working with John Smedley 
at Park Place on ESPN Baseball Tonight. Alter dabbling in motion capture and 
sound and video, Joe was moved to head up the multimedia 
department within 989. From there, he decided he wanted 
to switch to producing, and a year ago moved into the 
producer spot on GD '99. "I love sports and | love games. 
To me, this is my dream job. | love being able to work on 
GameDay; it's the best football game available, and easily 
one of the best sports games ever made." 
GameDay (for those console-(illiterates in the audience) has 
been the biggest selling foothall franchise on the PlayStation 
for the past three years in a row, besting EA's Madden legacy 
each season through a combination of brilliant gameplay 
and marketing that shoots past the boundaries of "aggressive," 
and lands close to the world of "manic." This year, 989 is 
bringing their ball to the PC field and are more than willing 
to boast about the title's nev life with 3D acceleration. 
‘We have full 3D hardware acceleration, and had to take - 
that into account when creating the game engine and 
artwork. We have both Glide and D3D support built into [f 
the game, because we have to support a lot of different 
hardware with this title, Last year, when we began working 
on the specs for GameDay ‘99, being hardware-only was a 
very bold step, but now we see that it was the right step to 
take. We wouldn't be able to even think of cornering the 
market without it. At the time of release, we'll hopefully be 


the only PC football game out there with polygonal players, although the clock 


is ticking." EA's Madden '99 is following a similar development cycle (and is 


also hardware accelerated), and the two products are currently locked ina race 
to be first to the market, : 


The computer developments all being done within the PC side of the building. 
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Joe Hight, Producer, GD ‘99 


GameDay ‘99 PC has a team of three programmers and five dedicated artists, 
as well as an engine team helping to smooth out the internet play. "The 
development of the PlayStation version of GD '99 is being done by Red Zone, 
which is sort of a 989 spin-off. They're the team that created GameDay last year 
and have formed sort of an independent development group while still being 
part of 989 Studios. The PC side shares a lot of resources 
with the them. They're great to work with and really know 
how to make a great game. We share some of the same 
motion capture, some of the logos and the play-by-play 
announcers, but the two interpretations of the game will 
end up being slightly different. This is not a port of the 
PlayStation title, but a new game altogether. While there 
are areas that we differ on, the most important fact is that 
it's still GameDay. The GameDay feel is still there, and that 
play is in both games. There are style differences in the 
front end, but it’s still GameDay underneath." i 
"I's very easy to get an internet game going. You hook into 
989studios.net, find a game in the lobby, connect with 
another player, chat for a bit if you want, then start a game 
through TCP/IP. The whole match up sits in the front end 
} of the game and anyone with an ISP (internet service 
provider) can spawn their games from within. This is a fit 
in sports games." 
"When you think of GameDay, you think of fun, fast 
gameplay that's very easy to get into. We've taken thet 
game and now managed to translate it to the PC. The® 
have been some good football games on the PC, bul 
nothing has taken the players and really whipped the™ 
3 around, | think GameDay will bea big wake-up call for the 
PC football market. Some games, you play once or twice and then they sit 0” 
your shelf until you have to clear them off for the next batch. Some games a 
gems, and you play them over and over, never really getting tired of them 
think GameDay '99 is going to be one of those gems. | think that the PC foot 
consumer is in for a real pleasant surprise." 


4 


METAL MACHINE MUSIC 


| leave Joe's office (he's got a big grudge match scheduled against John), and I’m 
lead over to the office of Clint Worley, CyberStrike 2s producer. Clint has been 
with 989 since 1995, where he worked primarily on 
PlayStation titles. In 1997, he began working with the PC 
group, acting as 989's internal producer on CyberStrike 2, F 
which is the only PC game the company is publishing that { 
they aren’t developing in-house (CS2 is being done by 
Simutronics, developers of the original CS). 
‘We're looking for an October release of the game, and 
We're right on schedule. Right now (mid-July), the game is jj 
about 75% complete. The entire game engine is finished for 
both single and multiplayer. Right now, we're focusing all 
our efforts into the single-player missions, making sure that 
they have the right feeling." 
"Unlike EQ, CS2 is both a single and a multiplayer game. For ; 
the single-player side, there are over 50 full missions, such as escorting 
Personnel, guarding bases and search and destroy. The missions are broken up 
between two clans, one with a religious bent, and the other more military. For 
multiplayer, there will be four clans, each represented by a different color, with 
UP to 32 players per arena." ; 
‘Although | like on-line games a lot, | feel that there are still a lot of people out 
there who like the single-player style. There's lots of people playing games 
Who've never even tried on-line gaming, so | want to make sure that CS2 is able 
'Omeet their needs as well. This is why the single-player aspect of the game has 
Such a significant role in the product's development. | feel that the aM Tiete! 
elements can actually complement the multiplayer game, and vice versa. We're 
trying to bring some of the multiplayer tactics into the single-player game, so 
that beginners will be ready when they jump on-line. ae 
im really proud of the Al we've built into the single-player game. There are eight 
different characteristics used to determine engagement and defense. It s turning 
Sut to be just as intense as the multiplayer game. Some of the missions are 
uring out to be really tough, even for our testers, who are hard core gamers. 


"One of the things we're doing to keep the game running well on-line is 
requiring a 166MHz system with 32MB of RAM and a 3D accelerator as the 
minimum. We're only calculating what objects are visible on the screen and 
we're not hitting any major speed bumps. The algorithm we're using is definitely 

a major part of it, as is use of the Z-buffer.” 
"The graphics really make our game shine. Our artists are 
using 3D Studio Max to its fullest, and it shows. We're 
doing a lot of work on both the lighting and the shading 
within the game to make the environments more 
believable. The lighting is good, not oversaturated 
compared to a game like Forsaken, where everything is 
overly bright and unrealistic. We'll be Glide and D3D 
| straight out of the box.” << ; 
"| would put CS2 in the action genre, not in simulation. 
We've even gone to the point of implementing mouse 
controls to make it more like a 3D shooter. We've found that 


:Clint Worley, Producer, CS2 an only move so fast and we don't want the action 
Yr the hat c y 


slowed by anything.” : i 
"We're alanis on making 90% of the objects in the world destructible. In one 


mission, you have to run into a heavily guarded warehouse to plant an explosive 
charge on an experimental aircraft. You then turn you cyberpod around and run 
for it, because when that charge goes, it's going to take out the inside of the 
warehouse, blow off the doors and break all the windows. Those flying pieces 
of debris will then cause damage to any podsthey hit.” 

"Although all the cyberpods are the same design, they are infinitely upgradable. 
We found that even with games like MechWarrior 2 that offered twenty or fe 
different types of mechs, people would end up using just one or two types. We 
may adda heavy cyberpod to the game, but the real focus is on all the weapons. 
There are over 60 weapons to place on the pod's hardpoints, both offensive and 
defensive, from laser to warheads to missiles. We feel that a wide range of 
weapons far outweighs different pod designs. Any weapons equipped on the 
pods will be immediately obvious to all other players. This helps you out a lot 
during gameplay; it let's you assess if you're about to get your butt kicked or not. 
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One minute you're running down speeders in a 
Lamborghini Diablo cop car The next you're 
flying down the freeway in one of ten exotic 
supercars Because out on these roads. every- 
body obeys a higher law. The law af velocity 
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Supports renolutions up to 1024x768 
Keyboard, FlightStick, 12 person multiplayer 
Minimum Pentium 133/32 Megso’ RAM 


O:: the full title of this ame is actually Descent: Freespace —The 
Great War, but there's no way that I'm going to type that mini- 
novella over and over in the course of this review. For brevity's 
sake, let’s just refer to it as Freespace, shall we’ After all, | can’t 
very well call the game Descent, can I? Freespace, while setiin the 
universe established by the two earlier twisty-turny tunnel games, 
is radically different (Dave Winding thinks it would have made 
more sense to call this game “Ascent”). With that taken care of, let 
me now assure you that Freespace is one of the best space 
shooters to jump out of hyperspace in quite some time. 

|had been patiently awaiting the final version of Freespace 
after having played all the way through the seven level demo on 
two separate occasions. Considering the amount of software that 
crosses my desk on an average day, its really saying something 
When | give a demo more than twenty minutes of time, After the 
gold discs arrived, | pulled my face away from my monitor and | 
became aware that | had been sitting in front of my PC for three 
straight days, doing nothing but playing Freespace. | literally did 
nothing for three days as | played through the game from start to 
finish, las sucked in that deeply by the combination of awesome 
graphics and intense gameplay. If | hadn't had the benefit of 
already playing through the first seven missions on the demo, it 
would have taken me at least another day to complete the game, 
Asitis, lexpect most players will wring at least thirty to forty hours 
of play time out of the single player missions, with more time 
being putin later on the multiplayer side of the game. Yes, you will 
get your money’s worth (and then some) with Freespace, 

Volition has done a good job of making a Wing 
Commander-ish game that appeals to more than just the hardcore 
WC fans, They've taken elements that have become very familiar 
to PC gamers over the course of the last few years, and wrapped 
them ina much more playable package. To the skeptic, there are 
many parts of this game that might be viewed as “ripping off” 
Origin’s long-running series, but the way in which these parts are 
combined can turn even the greatest doubters into Freespace fans 
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—as proof, even the Origin team told me they liked Freespace. 
Ontop of the “inspired” portions of the game, Volition has added 
full multiplayer support, a more flexible ship configuration system, 
a mission editor, more objects in space and some of the best CG 
rendered sequences I've ever seen in a PC game. 

Freespace’s graphics are a testament to 3D acceleration. 
Missions are filled with huge objects, asteroids, gigantic carriers 
and spaceports, and gorgeous nebula and space particle effects. 
The ships are sharp models that clearly reflect the designs and 
tastes of the three races involved in this war. Standing out over all 
other aspects of Freespace’s graphics, however, has to be the 
amazing explosions. Flames and explosions have long been one 
of my major complaints with 3D games; no one has yet been able 
to pull off fire off in a realistic way. Freespace does a damn good 
job of nailing explosions in a way that would do Industrial Light 
and Magic proud. Explosions blow out particles, or will spawn 
smaller explosions and leave floating scraps if you zap a big 
object. Definitely some of the nicest 3D explosions and fire effects 
I've seen to date in an accelerated game. 

The feel of the game is much more action-oriented, and less 
“simmy” than other games within this genre. Volition has 
managed to capture arcade qualities while still maintaining a 
deep, involving game. Freespace is easy to get into and easy to fly, 
once you've gone through the initial training missions at the start 
ofthe game. You're even given the options to turn on or off various 
HUDS if they get too confusing. Power management is not as 
critical in this game as in some, so you aren’t constantly fussing 
with your energy balances. On the medium missions, | only had 
to fool around with power settings a handful of times, 
concentrating solely on the action. 

Weapons run the usual space-age gamut of destruction. 
Lasers, plasma cannons, missiles, heat seeking rockets and 
chainguns are just a few of the party favors that you can get your 

hands on. You can slap all these toys onto a pretty decent range 
of ships as well; speedy fighters, heavy bombers, missile carriers 
and multi-role craft. One of the neat aspects of Freespace is the 





















I don't think I'm exaggerating too much 
by calling Freespace one of Interplay’s (and 
Volilion’s) shining moments. 


ability to target separate components of targeted ships. If you 
choose, you can take out engines, sensors or weapons independent 
of the rest of the ship. This allows you to effectively render a vessel 
helpless so it can be towed off and examined. 

Wingmen play an essential role, but aren’t dumb. If leftalone, 
they will engage enemy units as they appear, and will even call in 
for repair and reloading during downtime in the missions. Ordering 
them around is a snap; Pressing “C” brings up the communications 
screen, where you can quickly relay orders to specific pilots and 
wings or to all allied ships in the mission. Your co-pilots can also be 

“aa BD) instructed to disable or disarm selected targets, which makes 
Ce By capturing larger ships much easier. 

There are a bunch of different types of mission scenarios 
within Freespace. They run the gamut from escorting unarmed 
freighters to blowing away asteroids before they impact with your 
cartier, scouting missions where the emphasis is on stealth and 
piloting skills, disabling huge cruisers and, uh... oh yeah, space age 
dogfighting. 

| wish there was instant replay to let me watch all the carnage 
and fireballs without having to worry about piloting. | could 
honestly sitback and enjoy these battles like they were a good Lucas 
space opera. There are points in the game where | was so enthralled 
that I'd forget | was still flying through a combat zone and there's 
nothing worse than getting shot out of the sky ‘cause you're zoning 
out on the visuals. 

One of my few complaints actually has to do with the game's 
autosave feature. While its nice to not have to worry about saving 

















games constantly, there are points where | would have liked to have 
gone back to replay a mission without having to play all the way 
through the game again. I'm sure there's some kind of cheat code 
to let you do this easily, 
| don’t think I'm exaggerating too much by calling Freespace 
one of Interplay’s (and Volition’s) shining moments. Replay value 
kicks hardcore with excellent multiplayer support, as well as the 
awesome Freespace Editor (Fred), which allows you to customize 
your own missions in an achingly simple, yet powerful, way. 
Freespace also offers excellent support for a wide range of joysticks, 
game pads and keyboard configurations. | found it very easy to set 
the game up around my SideWinder Force Feedback Pro, tailoring 
the controls to my personal weird preferences with very little 
trouble. Freespace has become one of my “you've gotta play this” = 
recommendations to people lately. From the excellent graphics to 
finely honed gameplay, this is the kind of game that | wish we saw 
alot more of. And if you enjoy the game as much as | have, be sure 
to keep your eyes peeled for the expansion pack, which should be 
arriving sometime in late September. , 
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il. hard to stay excited about new games in a genre as 
crowded as first-person 3D shooters, but then, that’s exactly 
how | was feeling about Doom-clones when | booted up 
Duke Nukem 3D for the first time. Unreal doesn’t totally 
transform the 3D shooter like Duke 3D did, but it does do 


Technologically speaking, Unreal’s engine is a step 
above the competition. To be fair, Unreal has benefitted 
greatly from its expansive development cycle; you can see 
lots of little touches that they've thrown into the game just to 
say, “We can do this better than Quake 2.” The addition of 
actual flies surrounding corpses is obviously nothing more 
than a poke at Q2’s buzzing black dots. The FireEngine, 
which handles everything from the stunning rippling water 
effects to flickering torches and beams of light, is capable of 
creating excellent lighting effects. All | can say is, “Thank 
God for Glide!” Unreal bends your Voodoo chipsets to the 
breaking point, but the amazing technology at the heart of 
those little silicon wafers is able to take just about everything 
thrown its way and handle it with style. 

One of the things | noticed was that | never seemed to 
come across more than two enemies at once. Is this due to 
system constraints, or because the Al is so fierce you'd have 
a hard time surviving an attack by three shield-using Skaarj 
troopers? Unlike so many games which promise the moon 
in terms of computer controlled intelligence, the monsters 
here will actively dodge, roll, or duck behind objects to 
evade your fire, making them a real pain to take out. You've 
got to be real careful with your aim, or you're more than 
likely to find yourself running out of ammo in an 


Sure, that's all nice, but how’s the actual game? Level 
designs range from ho-hum to insane — | really dug the 
levels on the huge spaceship — and are presented in a 
dramatic, intelligent way. | was extremely disappointed to 





find that the smoothest cinematic moments seemed to all 
happen within the first five levels and then slowly peter out 
into the prototypical “find button, exit level” style of level 
design, however. The story arc carries you through the 
various scenarios and settings; after crash landing in the 
prison ship, you work your way through a giant alien citadel 
and temple, through a peaceful village, into a huge 
spaceship, up a mountain to a monastery, and finally out into 
space. 

One of the single most important aspects of a game like 
this is the weapons. Each weapon has two different ways of 
being fired, much like Jedi Knight. My current favorites are 
the shuriken-lobbing Razorjack and the sniper-friendly 
Assault Rifle, but the whole armory is balanced enough for 
multiplayer matches so that no one single weapon is 
dominant. 

My biggest complaint on the weapons side is with the 
Eightball Gun. This six-barreled beauty fires either rockets or 
grenades; hold the button and up to six rounds can be loaded 
and fired at once. The real bummer is that once all six barrels 
are loaded, the gun fires automatically. When that sixth shell 
slams home, you better be aiming the right way or you've just 
Wasted a significant amount of ordinance (and possibly have 
just blown yourself o little chunky bits in the process). 

Okay, now for the downside. Here at Voodoo 
Magazine, we'te all about pushing the boundaries of both 
computer games and good taste, but Unreal is a bit too 
ambitious in the former. Unless you have a system on your 
desktop that can double as a Cray SuperComputer, you may 
experience some problems with this game. Unreal has 
definitely not been optimized for an average desktop 
computer. At home | run a decent Pentium Pro 200 with 
64MB of RAM and two Monster 2 3Ds running in SLI — 

calling the game's performance on my system “chunky” is 
being optimistic. My processor has a hard time loading up 
all the textures, and slows down considerably as it swaps 













shipped with is nightmarishly bad. The Epic team is hard at 
work trying to fix this issue, so make sure you keep a close look 
out on the various Unreal web sites for any signs of the 
corrected patch (which will probably end up being a whopper 
of a download). 

While Unreal is a good game, it falls short of being the 
true killer that Epic has so long been promising. Its great that 
developers and publishers are now able to distribute patches 
for their software fairly easily through the internet, but the “just 
ship it and welll fix it later” attitude is beginning to seriously 
grate on my nerves. Unreal’s best moments come within the 
first third of the game with the later levels being much less 
inspired and quite tedious. The technology coreis solid, ifa bit 
CPU intensive, but the overlaying game design doesn’t blaze 
new trails. In the long run, Unreal is an excellent game for 
those of the shooter persuasion, but the combination of stiff 
system requirements, shoddy ‘net play and standard level 
design mean that it won’tbe replacing Quake in the hearts and 
minds of the gaming world. 







While Unreal is a good game, it falls 
short of being the true killer that Epic has 
so long been promising. 












in new textures when you enter new areas. You really need a 
P2 to get Unreal rolling at speed, which my high powered 
Falcon Northwest system handled quite nicely. These 
requirements are most puzzling, considering that the game 
was in development for so long that it seems like it was 
originally targeted to run on a high speed abacus. 

The loading time between levels is ridiculous; !’m able to 
amble out to the kitchen, fill up my glass of water from the 
fridge, wander back to the computer and sit down before the 

___ new level starts. Saving your game takes quite some time as 
pe well. A quick peek into the Unreal files reveals why: your 
eens) average save file is 8MBs! While Unreal is a heck of a great 
game, it's far from playable with the cool effects on lower-end 
systems (basically, anything less than 200MHz). | have to say 
that this single fact hurt my review of Unreal more than 
anything else. And | don’t even want to go into the constant 
crashing — I would have finished the game in half the time if 
not for all the times | had to restart my entire system to an 

earlier save when the game unexpectedly bonked out. 

After all this, though, | was most excited about climbing 
onto the internet to blast the holy beegeezus out of my fellow 
man. After monkeying around with Gamespy for a bit, | was 
finally able to log onto an Unreal server, but, Heaven's to 
Murgatroid! Lag so bad as to kick the legs out from underneath 
the burgeoning online gaming market. While my 33.6 modem 
is able to provide perfectly enjoyable Q2 and Jedi Knight 

deathmatch experiences, the network code that Unreal 
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Direct 3D 

Supports resolutions up to 1024x768 ; 
q Keyboard/Joyatick, Force Feedback, 4 person multiplayer 
Minimum Pentium 120/16 Megao’ RAM 


Ares genre was born recently —a hybrid of real time 
strategy (RTS) and action simulation. First Uprising, 
then Battlezone, and now... Urban Assault. Seems 
the third time is the charm. 

Urban Assault, from Terratools and Microsoft, 
depicts a future Earth in extreme crisis. First, we lost 
our ecology from a combination of ozone depletion 
and nuclear proliferation, then an alien race invaded. 
On top of this, humans are still fighting each other. 
An ecological disaster, called "The Big Mistake", 
caused our scientists to seek out other resources, for 
survival's sake. Taking a cue from the invading 
Mykonian race, we began to mine and manipulate 
the Earth's own plasma; a substance that allows 
matter to be transmuted instantaneously into units 
and weapons, limited only by energy and 
technology. We do not send out men out to pilot 
and/or die any longer; instead we choose a perfect 
specimen, attach his mind to a computer uplink, and 
he controls all of the fight. Sort of a “super general.” 

You are the seventh human chosen for this 
honor. Will you join the previous six in the memory 
bank, in order to help the eighth? Or will you be the 
last one needed? Remember, your fight isn't only 
with the Mykonian off-worlders; we also have two 
human rivals, the Ghorkovs and the Taerkastans. 
Both are bent on your destruction. All command 
formidable weaponry, but The Resistance has you. 
And you fight better than any Al, don't you? 

The game uses a mouse-driven menu system 
that allows you to view the 3D surroundings of your 
base, create vehicles and weapons out of plasma and 
energy, and view a fully customizable and resizable 
transparent map. You can access advice, help menus, 
and other tactical screens like the squadron menu — 


JRBAN ASSAULI_ 



























which gives you hands-on control of which unit goes 
into which squad. You may use the keyboard for 
these chores, as all commands have shortcuts, but 
the mouse is much quicker. The only problem I had 
was that the large footprint of my joystick , coupled 
with a keyboard and mouse, left me little room for 
comfort. 

The joystick (you can use the keyboard, but it is 
awkward) is important for actual control of your 
units... notice the plural. Unlike its predecessors, you 
can occupy and command any of your units for 
combat, recon, or even joyriding. This includes 
everything from spy satellites, to the various tanks, to 
even the helicopters. When you occupy a unit, its 
shields and firepower are boosted — not to mention 
the bonus of having a human pilot. Combat control 
is very slick; you can even use the features of 
advanced sticks: the throttle for speed, the hat for 
turret aiming, multiple buttons as shortcuts to other 
commands. At any time, you may leave the unit 
under your command and enter a new one, or enter 
your power generator base. If you perish in combat, 
hit the spacebar and you are back in the thick of 
things. This is important because you will find that 
the Al, while impressive, can't match you kill for kill. 
| typically killed a lot more enemies than the rest of 
my force combined. Also, when an enemy dies, it 
leaves a blue cloud of energy behind. You can collect 
itwhen you are in control. 

Which brings me to resource management. You 
have a base that rests atop a plasma tower. You 
slowly collect energy, which can then be used to 
"buy" new units. When you find a new energy 

source, you may teleport your Host Station to it free 
of charge — anywhere else, it will cost you some 
energy. It's that simple. Since the map is 
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Huge explosions, the smaller speed 


flanks whiz by you, and a missile hisses 
ominously as it misses your tail. 


conveniently divided into squares, you need to 
occupy as many as you can to maximize efficiency. 
This is where the squads come in handy. You can 
divide them up and attack squares by using the 
transparent map. In fact you can even play this game 
without ever dirtying your hands by actually pulling 
the trigger... but | don't recommend that, because you 
will miss some of the greatest, most terrifying, combat 
| have ever witnessed. 

The graphics come courtesy of Direct 3D but with 
my Voodoo? they just screamed. Example: | piloted a 


Be tank, leading a squad of five tanks and three Hornet 


helicopters toward a neutral energy station. Looks safe, 
the sky is a muddy brown and the buildings all look 
dilapidated and shell-tidden. Before you can say 
"Flight of the Valkyries," five bulbous enemy choppers 
come screaming over the rise, followed by four speedy 
tanks. Twin rockets fire, your flanking units explode 
around you, you return fire and watch as one of the 
choppers goes down in flames, then give the order to 
retreat, and you run like blazes. Whew! Now, imagine 
that with the most wrist-shattering Force Feedback yet 
implemented, and you'll have some idea what | am 
talking about. 

Add to the above scenario some fantastic sound 
effects. Huge explosions, the smaller speed tanks whiz 
by you, and a missile hisses ominously as it misses 








your tail. Also, we have some subtle yet moody music 
from none other than Mark Snow, the composer from 
the X-Files. 

The best thing about the missions is how 
gracefully they unfold. The worst thing is, they soon 
become very difficult. You also take your units with 
you from one mission to the next, so | noticed as | 
proceeded that my force was getting weaker, until 
continuation became impossible. It is nice to see a 
game avoid that 'you must complete this mission to 
proceed’ mentality, as you usually have around three 
missions to choose from. True, it isn't a dynamic 
campaign, but having a choice is welcome. 

If you enjoyed the action of games like Battlezone 
or Uprising, Urban Assault offers you much the same, 
but with depth unparalleled and a backstory as grim 
and gritty as they come. This unique combination 
offers gamers the most intense action/RTS hybrid yet. 
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WA hat you've heard isn't true — Final Fantasy VIl is not the 
best RPG ever. Sporting design flaws new to the series, 
it's definitely not the best Final Fantasy. What Final 
Fantasy VII did do right is popularize the RPG with the 
American PlayStation-owning masses and with a little 
luck, itcan do the same on the PC side. Regardless, Final 
Fantasy VII's PC version is, overall, the best representative 
of the series' greatness and a great start for those 
interested in experiencing console RPGs. 

Don't let the unwieldy number at the end of the title 
deceive — each Final Fantasy game relates to the others 
through concepts alone, creating a new story and game 
universe every time around. The term "RPG, "is deceptive 
as well, as RPGs on console machines and the PC hold 
the same basic tenets at their core, but execute them 
differently. Like PC RPGs, Final Fantasy VII holds the 
game's story at its core, but its character development 
and emotional involvement in the story are aspects that 
the PC generally does not explore too deeply. 

The play styles are different, as well — PC RPGs 
tend to get bogged down in the minutiae of the game's 
processes of combat and character interaction, whereas 
these have plenty of representation in a console RPG, but 
are far more accessible to the general public. Console 
RPGs tend to be easier to complete than PC RPGs, but 
plenty of complexity is carefully hidden away for those 
that want to find it, letting players of all experience levels 
enjoy the game. Both kinds of RPGs can be deeply 
satisfying, but will appeal to different types of gamers. 

Gameplay centers around three forms in FFVII: 
exploration, battle and mini-games. Exploration takes 
place in towns, dungeons and in the overworld. In towns 
and dungeons, players move squat, cartoony 
representations of their characters around pre-rendered 
backdrops, while the overworld is presented in full 3D. 
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While there are exceptions, the rendered backgrounds 
give adequate information in terms of where the player 
can and cannot go, and additionally have some hidden 
routes in them to discover. The overworld offers little in 
the way of secrets at first, but these appear when the 
player gains access to the game's various vehicular 
transportation. In both scenarios, monster encounters 
pop-up randomly. While the game's encounter rate is not 
particularly abusive, there are times when players just 
won't have that fighting spirit, and escaping battles can 
be an ordeal at times. 

Most of the game's 50+ hours of play will be spent 
in the menu-laden, occasionally overly-cinematic 
battles. As contradictory as it may seem for a menu- 
driven game, the FF battle system does not wait for the 
player, sometimes making timing as important as the 
strategy itself. Players have a number of attack options at 
their disposal, from standard attacks to the eye-candy- 
heavy Summon spells. 

Items called "Materia allow the player to customize 
the abilities of the game's nine characters. Materia gains 
experience just as the characters do, opening up new 
spells and attacks. Some Materia can be linked with 
others to provide different effects, providing most of the 
game's hidden complexity. At the same time, however, 
the Materia system is the game's primary design flaw. 
Materia can be transferred from one character to another, 
experience intact, meaning that each character is so 
customizable that the difference between them melts 
away. 

Finally, interspersed throughout the game are a 
number of arcade-ish mini-games that add a little twitch 
play to the mix. The less developed ones, such as the 

stupid exercises in timing and button pressing are 
usually annoying, but the more interesting games, such 
as the snowboarding and the submarine combat 






















FFVIIon the PlayStation ran at 15 FPS almost 100% of the 
time, something the PC version has trouble matching 
despite a Voodoo card's superior processing power. Some 
attacks or enemy formations will slow the framerate to a 
crawl. While load times are comparable or better than 
those on the PlayStation version, one has to wonder why 
they exist at all. The PlayStation somehow manages to do 
everything right off of the three game CD's and 2 megs of 
RAM, while the PC version can just barely compete with 
2270 meg install and vast memory resources. All of these 
things considered, FFVII is a pretty sloppy port. Should it 


Technical problems aside, the PC version is still the best version 
of Final Fantasy Vil and most of the game's technical issues can 
he ignored when one gets into the story and the game. 





games, are interesting diversions and usually worth replay 
when they open up later in the game. 

Final Fantasy VII's aesthetics broke new ground in 
their day, but aren't too competitive on the PC. The pre- 
rendered backgrounds, while technically higher resolution 
than the PlayStation's, look tremendously grainy make itto the PC, the programmers at SquareSoft will learn 
compared to the ultra-crisp characters that run around from these mistakes and do a better job with the port of 
over them. The battle graphics are extremely smooth, but FFB. 
primarily rely on gouraud-shading to provide detail, rarely 
using textures, The camera movements and transparency- 

© HH )) laden spell effects are generally spectacular, but become 
less novel in their overuse. The 3D-rendered movies are a 
mixed bag, ranging from incredible to mediocre, largely 
due to huge inconsistencies in character portrayal. 
Surprisingly, though, the PC's lacking video compression 
capabilities hold up surprisingly well. 

The Final Fantasy series trademark music is generally 
excellent, however. Music is used to enhance every event, 
giving the game a movie-like score that can't be found in 
any PC RPGs. Final Fantasy VII comes with Yamaha's XG 
MIDI software, which uses digital samples to play MIDI 
music, resulting in crisp and generally better-sounding 
music than the PlayStation version. 

Final Fantasy VII for the PC is a DirectX port of the 
U.S.'s PlayStation counterpart. On the whole, the 
gameplay is completely intact, but the extended porting 
process has added new technical problems to the mix. 















Technical problems aside, the PC version is still the 
best version of Final Fantasy Vil and most of the game's 
technical issues can be ignored when one gets into the 
story and the game. Final Fantasy VII is currently available 
at a finer retail outlet near you. 
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i ntheir book, “One Last Look: a Sentimental Journey to 
the Eighth Air Force Heavy Bomber Bases of World War 
II England,” authors Philip Kaplan and Rex Alan Smith 
describe the fighting aircraft of that era by writing: 

"They were not easy to fly. The fighters were as 
touchy and headstrong as half-broken horses, the 
bombers when loaded had to be alternately bullied and 
coaxed, and both had to be flown with a firm hand, 
alertness, and respect." 

Although much is made of the outstanding 
handling characteristics of such purebred ponies as the 
legendary P-51 Mustang, newcomers to World War Il 
combat flight simulations are inevitably surprised (some 
would say disheartened) to discover exactly how 
demanding of that respect these birds really were. 
Desktop pilots who cut their teeth on modern fly-by- 
wire electric jets soon learn that energy management 
here means more than simply lighting the 'burners and 
powering out of trouble. 

| first flew WarBirds many years ago in its early 
incarnation as Confirmed Kill and though I've never 
particularly enjoyed online or multiplayer games, the 
thrill of seeing the skies filled with other aircraft and 
knowing that they were being piloted by real live human 
beings was a kick that made the experience an 
exception to my rule. 

Unfortunately, the realistic flight models of the 
game's vintage aircraft (based on actual WWII flight test 
data) were something | was quite unprepared for and, 
more often than not, | died as a result of my own 
mount's willful disobedience long before any enemy 
could get me in his gunsight. Rather than take the time 
to learn the finer points of propeller-driven ACMI, threw 
in the towel and went back to modern jet and helo sims 
while continuing to dabble in WarBirds offline, free 
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from the intimidation of those with more of the Right 
Stuff than |. 

Flash forward to the present, where the full-blown 
magnificence of 3D acceleration added to version 2.01 
of the game has me hooked all over again. Now, I'man 
admitted eye candy junkie but there's more to this 
splendid new edition than just the pleasing new pallette. 
Eleven new aircraft (including the P-51B, F4U-4, Seafire 
||, ME262 and a couple of Yaks) bring the flyable total to 
— count 'em — 50: the cream of the crop out of 
wartime Germany, Japan, Russia and the U.S. of A. 

Offline play, once consisting of little more than test 
driving everything in the hangar while shooting at 
indestructible drone craft, has been enhanced with 
several pseudo-missions and drone targets that now 
blow up real good, just like they should. While still no 
match for sister sim Air Warrior III's 450 solo missions, 
WarBirds' new cockpits and terrain simply blow AW3's 
away. Although AW3 remains a more fully-developed 
product — now also with 3D support, a full-featured 
mission editor and combat in "real world" theatres (as 
opposed to WB's fictional countries) — the old girl is 
really beginning to show her age. 

But online, of course, is where WarBirds is meant 
to be played, and where it really takes off, if you'll 
pardon the pun. Once you've acquainted yourself with 
the eccentricities of your favorite bird offline, seven 
separate arenas await your flying and dying pleasure 
online, each supporting up to 300 players at once: the 
Main Arena, Training (with live interactive help from 
qualified instructors), Practice & Dueling, Relaxed 
Realism, and Special Events in the European, 
Mediterranean and Pacific Theatres. iMagic Online also 

hosts scheduled Historic Arenas that feature 
recreations of epic events like the Battle of Britain, 
where combatants may only fly aircraft available to 








And what is the price of admission, 
you ask? Nada. Nothing. It's freaking 
bloody FREE! 


their side of the struggle at the time. 

Ordinarily, the Main Arena plays host to semi- 
organized free-for-alls called Tours of Duty, where anyone 
from the game's four countries (imaginatively named Red, 
Green, Purple and Gold) may select any plane available, 
regardless of country of origin. Once you overcome the 
stigma of shooting at planes normally considered "yours", 
you can relax and get into the killer spirit. Tours begin in 
the early days of WWII, where the number of aircraft to 
choose from is surprisingly small — if you haven't 
bothered training in the less capable craft you're in for a 
nasty lesson in humility — but as the war progresses more 
effective fighters gradually become available. 

The popularity of WarBirds speaks for itself. 
Player/pilots from all over the world (32 countries at last 
count) connect nightly — some having formed their own 
WarBirds squadrons — to fill each other full of lead and 
insert large portions of exploding iron into the 
neighboring real estate. With its myriad enhancements, 
however, version 2.01 again raises the bar for veterans, 
while at the same time making the game more accessible 
to newcomers, if only for the enticing beauty of its new 
3D graphics. 

From the lushly textured terrain and sparkling 
whitecaps dancing on the ocean's surface to the 
meticulous new camouflage schemes and dynamic 
shading of aircraft and surface ships this new WarBirds is 
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a joy to behold. Hell, the sky alone, with its delicate 
beckoning Clouds and deep azure canopy blazing into 
glorious tequila sunrise and sunset, is worth the price of 
admission. 

And what is the price of admission, you ask? Nada. 
Nothing. It's freaking bloody FREE! You can download the 
Front End and additional artwork at iMagic Online's 
website, order a CD-ROM from the site for a nominal fee 
of $7.50 (and receive 5 free hours of online time either 
Way) or buy the newly released box version (complete 
with printed manual) for $30 and get $30 worth of online 
flight time free (six of one...). 

With a truckload of other World War II flight sims 
being readied for release and poised to strike hard and fast 
at your wallet (most notably Screamin’ Demons Over 
Europe, Fighter Squadron, European Air War and 
Microsoft's Combat Flight Sim), WarBirds remains your 
best, and most economical, bet for either a quick fix or, 
I'll wager, a lingering longterm addiction. 
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Supports resolutions up to 640x480 
q Keyboard/Joyatick F 

Minion Pentium 133/16 Megrao RAM 


Ge Enter the Gecko is, arguably, one of the 
PlayStation’s five best games. The guys at 
PSExtreme were so impressed with the title, 
when it released earlier this year on the 
PlayStation, that they gave it their highest 
recommendation and GEX’s image graced 
their January 1998 cover. Well, the video 
game world’s favorite lizard is back, and 
better than ever — courtesy of Voodoo and 
3Dfx. While not the kind of game that PC 
game players are used to buying (much like 
the other A/P game that | reviewed in Issue #1 
of Voodoo, Fox Interactive's Croc: Legend of 
the Gobbos), itis the kind that we are here to 
promote, particularly for lovers of action or 
the younger members of the family. The 
game’s humor is certainly directed at the 30- 
something part of the marketplace. So, being 
the 30-something that | am (and the guy who 
wrote the game's official strategy guide), Chris 
gave me the job. Come along with me now, 
as we take a journey into action/platform land 
—to do battle with GEX’s long-time nemesis, 
Rez, the TV hatin’ mech that has once again 
sucked our hero into the Media Dimension. 

| will begin my analysis of GEX: ETG by 
voicing my biggest complaint about the title 
— its complete lack of specific Voodoo 2 
support. Technologically, the PlayStation 
game ranks among the best on the platform, 
performing some amazing tricks never- 
before-seen on the PlayStation. Well, we gots 
us a much bigger engine in the land of 
Voodoo — and | expected a little more 
because of it. 
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Unfortunately, other than turning “Texture 

Filtering” to “On”, very little has been done to 
Voodooize GEX: ETG. This, however, is nota 
condemnation of the look of the game. It is 
gorgeous — just not on-par with some of the 
newer games and demo’s floating around — 
that feature the latest in lighting technology 
and ever-increasing polygon counts. 

“Variety” is the key word in GEX: ETG 
and, graphically there is plenty of it. The game 
presents the player with 30 different levels 
(Bonus and Boss levels included) and (by my 
estimation) features nine completely different 
worlds — many, many more than your 
average Quake-clone or Jedi Knight, for 
example. From outer space and futuristic, 
high-tech worlds, to cartoon levels and action 
in the orient, GEX: ETG delivers a lot of value 
for the cost of admission. 

Gameplay-wise, GEX: ETG has more 
jumping, tail-whipping and tongue-lashing 
than you can shed your skin at — all running 
at a smooth 30 frames per second. The 
enemies are the typical dummies that you find 
populating most action/platform games (with 
the notable exceptions of the bosses — 
particularly Rez himself — a very cool final 
confrontation), but they don’t really represent 
the focus in the game, nor its major challenge. 
GEX: ETG is more about making critical 
jumps and exploring the game's environments 
(this is where his ultra-cool face-sticking and 
wall crawling abilities come in handy). Each 

level will give the player a number of 
missions (Boss and Bonus levels aside) that, 
when achieved, give the player a Red Exit 


















SEX: EIG likes its action with a 
little salsa on the side. 


Remote contro! — allowing exit of the level 
through a TV that becomes activated once you 
achieve the specific objective. In addition, 
each level will reward the player with a Silver 
Collectibles Remote — obtained by collecting 
30 of the first tier collectibles in the level, 40 of 
the second and 50 of the third. Finally, there is 
an additional Hidden Silver Remote that is 
found on the path toward one of the level exits. 
Some are easy to find — some very difficult. 
Why do you want/need these remotes? Well, 
you need Reds to open up gates — allowing 
access to other areas of the world and more 
levels, and Boss levels. You need Silvers to 
open up Bonus levels. What do Bonus and 
Boss levels give you? Ah, the coveted Gold 
Remotes. These precious, channel-surfing 
gadgets (12 total in the game), will give you 
access to the three secret levels to be found in 
the game (four Golds per secret level). And the 
secret levels? Each of them contains a 
“clapper” that will play a brief GEX movie to 
the lucky discoverer. Pretty cool, eh? 

It is this layering of thoughtful level design 
and discovery that gives GEX: ETG its depth — 
and its value. 

The game environment has also been 
enhanced through the use of a level, theme- 
based soundtrack and the inclusion of over 















500 GEX one-liners and wise-cracks, courtesy 
of Dana Gould (the guy in the NBC show, 
“Working”, that copies his face in the show’s 
intro— hilarious). Dana throws in a number of 
media and pop-culture references: some 
misses but mostly hits — that will nab some 
chuckles out of the most cynical 30-something 
dude, 

Think of GEX: Enter the Gecko as 
action/platform gaming with more of an adult 
edge. While Croc: Legend of the Gobbos was 
pure sugar, GEX: ETG likes its action with a 
little salsa on the side. With great level design, 
challenging levels, a good amount of 
exploration and all of the tail-whipping and 
jumping that you can handle, GEX: Enter the 
Gecko has something for everyone and you 
won't put it aside any time in the near future — 
a great value, if a technically limited one. 
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Direct 3D 

Supports reaolutionns up to 1024x768 
Keyboard/Joyatick, 8 person multiplayer 
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Aezce racing games come and go, but there are a few 


that will be loved and remembered for a long time. 
"Daytona USA" in the arcades had near-perfect courses 
plus great force feedback. The arcade version of "San 
Francisco Rush" turned an ordinary race into a wacky 
stunt show and shortcut hunt, and the N64 version 
added keys hidden around the courses to unlock other 
tracks and cars. Last year "pod for the PC was the first 
good Voodoo racer, and this year "Ultimate Race Pro" 
was a flawed but admirable attempt at a racer. 

So where does Fox's new game Motorhead fit into 
this mix? Will it accelerate its way into that supreme 
category of arcade racers? Although it's a very nice 
looking smooth-as-silk racer that does some things well, 
Motorhead has some basic things that are wrong that 
make the game very frustrating. But I'm getting ahead 
of myself, let's look into the game... 

Installing this game is no problem. It detects 
Voodoo cards and sets up the Glide driver 
automatically. For you lucky dual-Voodoo2 SLI owners, 
the resolution can go up to sharp 1024 x 768. There are 
many options to choose from. In single player mode you 
can jump into a “quick race" to check out the track. 
Once you have the control down pat, you can race ina 
single race (multiple laps around one course), or league 
race which sets up your driver against 7 other 
characters. In the league race you have to gain enough 
points to move on to the next races. You can also race 
against the clock in a time attack, or against yourself in 
the popular "ghost mode". The latter involves recording 
a race, then racing against a transparent replay of 
recording. This is helpful for learning the best angle to 
take each corner and whether to apply the brakes or hit 
the wall to slow down. 

Graphically, Motorhead is very impressive. As you 
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can tell by the screenshots this game has an interesting 
color pallet with some spectacular lighting effects. The 
road is very nicely textured, complete with skid marks 
of the unlucky cars that made a wrong move. The 
courses loosely resemble real-life places, such as 
"Goldbridge' for San Francisco's Golden Gate Bridge. 
Unfortunately, the amount of scenery is a little on the 
barren side. There are nice looking buildings and 
stadiums in the game, but | think there should have 
been a bit more effort and resources put into the 
backgrounds. It's true the only thing you really need to 
see is the road and the other racers, but | feel that the 
backgrounds of a racing game are the icing that make 
you want to see what the next course looks like. 

| assume the developers wanted to keep the frame 
rate high, which they did accomplish. The game runs at 
what seems to be at least a constant smooth 60fps. 
There's a lot of fogging used for the distance so there's 
no pop-up (a common problem with fast-paced arcade 
racers), but this fogging seems to be a bit on the 
excessive side. The cars are colorful and have a nice 
reflective quality; it's too bad they all look like variations 
on the Delorian from the 1980s. The sound effects do 
the job well, but the car sounds a bit like a dentist's drill 
(ouch!), The music is the nondescript "house" techno 
music that seems to be popular for racing games these 
days, but it's good music nonetheless. All minor gripes 
aside, the graphics, sounds, and general presentation 
are well done and make this game look and feel like a 
quality, bug-free product. 

But then you start to play it, and the flaws show. 
First of all, there are a few minor glitches that | think 
should be easy to fix for the final product or at least a 

simple patch afterward, For example, during a race 
you can go into the graphics options and push the 
fogging distance back to 150% and you receive no 

















admire Digital Illusions for giving us incentive for 
practicing each course as opposed to letting vs have access 
fo cach course with no real reason to win any of them. 


framerate penalty on Voodoo2. The problem is you have 
to do this every time you enter a race! Also, you can hit 
F2 to get the preferred "behind-the-car" view BUT you 
have to do this for every race too. Can'ta user-settings file 
be included to remember these preferences? 

___ Those graphics and settings annoyances can be 
forgiven. What can't be forgiven is the simple fact that this 
game is way too hard. Even at it's easiest settings and after 
playing for hours, | had a very hard time unlocking any of 
the advanced courses. | admire Digital Illusions for giving 
us incentive for practicing each course as opposed to 
letting us have access to each course with no real reason 
to win any of them. | think this is a mark of a good racer. 
However, if some of the courses are going to be locked 
there should some sort of difficulty level that starts easy 
and gradually gets harder with the more advanced 
courses. That's not the case here. I found myself restarting 
races (and entire leagues!) where | made one little mistake 
and soon realized | had no hope of getting a good 
ranking. | feel | should have been able to complete the 
first course on the easy difficulty after a couple attempts, 
butno... after playing for hours | still often came in last. A 
related problem to course design is the simple fact that 
the "pack" of computer controlled cars stay way too close 
to each other. It seems all the cars are running off the 
same artificial intelligence, which causes you to either 
finish close to first if you raced a perfect race or in last if 








you made a mistake or two. It seems to me that the 
developers and beta testers were too damn good at this 
game and forgot that there would be people who 
purchase Motorhead and will want some sort of 
accomplishment within the first hour or so of playing. My 
advice to all game developers: Keep it simple at first and 
gradually get tougher as we learn to play it. 

| should mention that this review is written based on 
a beta from Fox Interactive. Many of the things | mention 
might (and should!) be changed for the finished retail 
release. This game can easily go froma flawed frustrating 
experience to one of the better PC arcade racers with a 
little work, so there is hope for the final release. If the 
developers work on the difficulty and maybe design a 
track or two that's easy for beginners, then I'll post a 
Corrected review on the voodoo mag website 
(www.voodoomag.com). But, until then, unless you want 
amultiplayer-only racer with some nice graphics, | would 
stay away from Motorhead. 
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Direct 3D, Accelerator Required 

Supports reaolutions up to 1024x7680 

Keyboard, FreeStyle Pro, Force Feedback, 8 person multiplayer 
Minimum Pentium 133/16 Megs o’ RAM 


raA icrosoft's latest entry into the world of stunt motocross racing 


is Motocross Madness. And, contrary to popular belief that 
motocross is a boring sport and that only rednecks get into it, 
Motocross Madness is addicting as hell. 

What makes Motocross Madness so cool? Everything 
just fits into place with this game — graphics, sound, control 
and gameplay. The game features a unique rider and bike 
physics model, Players control the throttle, brake, steering and 
gears on the bike, as well as the rider's center of gravity; which 
can be moved forward, backward or to either side. The end 
result is pretty extraordinary. And playing the game with 
Microsoft's Freestyle Pro takes it to another level, but more on 
that later. Other game features include a variety of race and 
stunt environments (30 indoor and outdoor stadiums), a 
quarry and long-distance Baja courses. In stunt quarry 
competition players are judged on how many stunts they can 
perform within a set time limit. In Supercross, tracks range 
from your basic dirt arena to racing inside an immense 
pyramid. There is even a Track Editor where players can build 
their own supercross tracks with templates that come with the 
game. Motocross Madness also supports multiplayer for up to 
eight players via LAN, modem or the Internet. Anyway you 
look at it, Motocross Madness is packed with killer features. 

The graphics in Motocross Madness are total eye-candy, 
The game engine was built from the ground up to take full 
advantage of 3D-hardware acceleration. To add to the realism 
of the game, photo-realistic images were incorporated into the 
graphics engine to make textures and shading that much more 
realistic. The overall effect is truly mind-blowing, While 
playing the game, you can't help but notice the little details 
like dust clouds from spinning tires, little specs of dirt flying 
from behind your bike or watching your shadow change 
shape on the ground as you land from a jump. You almost have 
to squint your eyes from the sun flares on outdoor tracks. 

The unique rider and bike physics model is, without a 
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doubt, the best feature of the game. It’s pretty incredible 
watching your racer shift from side to side while in the air and 
its up to you to compensate for it, or else you wipe out. When 
going over a jump, it's important to move your biker forward 
so you can land correctly. Its easy to get distracted and let your 
biker drift backward while in the air. Although this might 
sound sick, but wiping out is the best part of the game. Just 
watching your biker hit the wall at a high speed, grab his head 
and scrunch-up his knees in pain is truly priceless. Another 
good one to do is running your bike into an obstacle, like 
another biker or a jump and watching your biker get whipped 
forward from the crash into another wall. To see another cool 
effect, on the Baja tracks, select Bowling Greens. After the race 
starts, go full throttle and keep going straight. You'll soon come 
up on a range of mountains. Try to ride up the side of the 
mountain to the top, once on top keep going straight. After 
awhile, you will hit the end of the map and you'll get rocketed 
up about 100 feet and then you'll come crashing down. This 
is great stuff. 

With its combination of slick graphics, great control and 
addictive gameplay, believe it or not, Motocross Madness just 
might be the sleeper racer hit of the year. The game not only 
appeals to the hardcore motocross racer, butalso to the casual 
gamer who just wants to crank the throttle and hitsome jumps. 
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9 89 Studios launches its PC sports lineup with the reign- 


ing sales and critical champion of the PlayStation grid- 
iron, NFL GameDay. NFL GameDay 99 is targeted 
directly at the Voodoo consumer, since it requires 3D 
acceleration. There are a number of football games com- 
ing for PC over the next couple of months, both college 
and NFL, but 989 looks like they're going to be on 
shelves first, and with a very impressive game, at that. 
Make no mistake, NFL GameDay 99 is arcade football 
first, with great season play and a strong statistical data- 
base. If you are looking for “sim NFL” — forget it. You're 
going to buy GameDay 99 because you like playing foot- 
ball, not watching it. With that said, let's look at the 
details. 

While the game does not offer the Voodoo 2 player 
resolution options, there are sliders for “Brightness,” 
“Shadows,” and “Detail.” If you've gotV2, don’t hesitate 
to slide everything to its highest level — the game will 
still play at well over 30 frames per second. The features 
list includes both NFL and Players, Inc. licenses, all sta- 
diums, multiple camera angles, adjustable difficulty lev- 
els, game speeds and computer Al, an instant replay 
system, play-by-play by NBC's Dick Enberg, with color 
by Phil Simms, detailed players with a large number of 
moves and animations, Exhibition (single game), Season 
and Playoff modes, head-to-head action via LAN and the 
internet (via 989.net) and full player and team manage- 
ment features, including the ability to conduct drafts and 
create players. 

While the technology found in the game is pretty 
impressive, the gameplay is what makes GameDay 99 
great. Players have the ability to take “Total Control” over 
all ofthe action on the field. As the quarterback, you can 
intentionally over- or under-throw receivers, call pre- 
determined audibles at the line of scrimmage and scan 
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the defense at the line to get a jump on the defense (via 
a very cool camera system that allows the player to man- 
ually pull the camera back to better see the wide-outs). 
As the receiver, you can make one-handed grabs, jump 
for high passes and dive for low ones. As the ball carrier, 
you can spin, hurdle, dive, stiff-arm and give yourself a 
burst of speed through the line. As a defender, you can 
make swim moves at the line of scrimmage, spear a 
receiver to jar the ball loose and jump up to intercept or 
knock down a pass. 

Then, there's the play-by-play. While some may find 
Dick and Phil to be a little on the chatty side, | find their 
interaction to be flat out amazing — truly broadcast 
quality audio that brings a sense of reality to the game — 
surpassing anything I've heard to this point. 

Most importantly, the game is just plain fun. The 
menu system is simple, the interface is easy to use and, 
once you become accustomed to all the moves available 
on your gamepad of choice, you'll be having more fun 
than you could ever hope to by simply watching the pro's 
do it. Oh, and don’t forget to dial up 989.net — the on- 
line play is fast and responsive and the ability to chat it 
up with an opponent from Chicago is worth the price of 
admission by itself. 
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© i alll the sports in the world, the one that gets rarely 


noticed in PC gaming has got to be tennis. Even though 
it's a popular sport throughout most of the world, game 
developers have yet to embrace tennis as much as they 
have football or baseball. Blue Byte hopes to make its 
mark in the tennis genre with Game, Net & Match. 
Although a decent effort from the folks at Media 
Games, Game, Net & Match still falls short in key areas 
— graphics, sound and overall gameplay. 

Even for a sports game, the list of features and 
options in Game, Net & Match is impressive. The game 
includes six different modes of play; Training, Singles, 
Doubles, Competition, Tournament and Season. There 
are 12 players to choose from (6 male and 6 female), 
and there is even an option to create your own player. 
Players can determine individual attributes such as 
forehand, backhand, service and volley. In addition, 
there are 12 different courts to choose from —2 Grass, 
2 Clay, 2 Concrete, 2 Indoor and 4 Grand Slam courts. 
The interface is well designed and navigation around it 
is fairly easy. Game, Net & Match also supports 
multiplayer games via LAN or Internet. 

The unfortunate thing about a tennis game is that 
you really can't rave about how killer the graphics are. 
With other graphics-intensive sports games like 
basketball and football, you can foam at the mouth over 
motion-captured animations and hundreds of moves; 
however, with tennis the graphics aren't that exciting. 
In Game, Net & Match the polygonal players appear 
stiff and blocky on close-up views, but on the plus side, 
look much better during gameplay. With your Voodoo 
card, the motions of the players look surprisingly 
lifelike. 

Control is tight and responsive. Aside from the 
normal shots players can make in the game, you can 
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also execute top spins, lobs and ball slices. Supporting 
most PC game controllers, the game assigns a particular 
stroke or shot to a specific button. The ease of executing 
special shots is one of the game's strong points. There 
is also a nice training mode where players can practice 
any type of shot with the aid of a ball machine. 
Gameplay is where Game, Net & Match falls 
down. Poor computer Al is probably the biggest “fault 
of the game. There are times when | would have endless 
volleys with the computer for 80 strokes. No kidding. 
The computer rarely ever tries to take charge of the 
match — you can beat almost every computer player 
with some carefully placed shots. Most veteran gamers 
could whip through the entire game inside an hour. 
Another point to mention about the game is there are 
no real tennis pros. It would have been nice to play 
against the real Pete Sampras instead of a computer 
player named Peter Sammer that looked like Agassi. 
If you're like me and are a big fan of tennis, Game, 

Net & Match is worth picking up, as it’s currently the 
only 3D accelerated tennis game on the market. As a 
two-player game, it's actually fun to play. Blue Byte put 
a lot of heart into this game and it shows great potential 
for future tennis titles. 
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i. been a helluva year for baseball titles on the PC 
and the great thing is, the games keep getting better 
and better. Even with all the heavy hitters out there 
(such as Triple Play 99 and High Heat Baseball 99), 
it's nice to see a newcomer like Microsoft's Baseball 
3D make a solid first impression. Baseball 3D brings 
to the table a sweet 3D engine and some innovative 
gameplay features. 

The first thing players are going to notice is the 
killer 3D game engine. Being a hardware only 
game, the graphics are brilliant and the detail level 
is incredible. From the stadiums to the individual 
player models, it's all excellent. The game has over 
500 motion-captured moves, including subtle ani- 
mations such as leaping catches and dejected pitch- 
ers. Each player has their own unique batting stance 
and even the pitching motions are impressive. There 
are some clipping issues with balls hit way out in the 
outfield, but for the most part, the graphics engine is 
solid. 

Feature wise, Baseball 3D has the bare mini- 
mum. This is an area they could have improved 
upon. The game features all the players, teams and 
ballparks in the Major Leagues — this is a no brain- 
er, what baseball game worth playing doesn't? There 
isn't even an option to allow you to create your own 
player, much less trade players between teams. To 
do that, you have to launch a separate general man- 
ager feature. Other features that are missing from the 
game include Practice mode, Home Run Derby, 
Manager mode, and if you want to play league play, 
the only option you have is a full-season, which 

means you have to play an entire 162 game season. 

Gameplay on the whole is pretty decent. The 
game has a definite arcade feel to it, much like Triple 

















































Play 99. The physics engine and the artificial intelli- 
gence deliver a somewhat authentic baseball expe- 
rience, Baseball 3D utilizes a real-world physics 
model to determine the path of the baseball based 
on velocity, gravity and ball spin. Stealing bases can 
be a chore at times. By the time you get the button 
pushes in sync, you're already tagged out. 

The sound effects and commentary in 
Microsoft's Baseball 3D 98 are probably the game's 
weakest area. None of the sound effects make you 
feel like you're at a real game. For example, catch- 
ing a ball in your glove sounds more like a loud 
mouse click than a catch. Further, the umpire 
sounds like he's making the calls from across town. 
You're lucky if you can hear the word "Strike!" The 
commentary is fair at best and unfortunately, the 
play-by-play announcer tends to repeat a lot of com- 
ments. 

Even with all its faults, Microsoft's Baseball 3D 
1998 still manages to deliver decent baseball action. 
The combination of great graphics with the 
enhanced real-physics engine really makes a differ- 
ence in the gameplay. This is a very good first effort 
for Microsoft. 
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Glide 
Supports resolutions up to 1024x768 





Keyboard/Joyatick, 8 person multiplayer 
Minimum Pentium 133/16 Megs o" RAM 


VERSUS — 
































And while most PC gamers are not about to bust a cap 
in some programmer's head because he couldn't 
produce a decent soccer game, most will have no 
problem flaming the programmers into oblivion on the 
net. With that said, Electronic Arts and Fox Interactive 
have bravely stepped onto pitch with World Cup 98 
and Fox Sports Soccer '99. 

For Electronic Arts, the only thing at stake with 
World Cup 98 is pride. For years EA has owned the 
soccer market as they continually produced stellar 
products that walk the razor thin line between game 
and simulation. For Fox Interactive, Fox Sports Soccer 
'99 is a chance to stick their foot in the door and 
hopefully make a big splash. Unfortunately for them, 
it's more of a belly flop. 

To bea strong contender in any sports category, 
you've got to have an official license. The days of 
playing a game which features the "San Francisco 
Miners" taking on the much heralded "Miami 
Porpoises " has long since past. In my opinion, if you 
don't have the license, you don't got game. EA knows 
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WURLD GUP Go ||| 
Glide pg 
Supports resolutions up to 1024x768 Al 
q@ Keyboard/Joyatick, 20 peraon multiplayer | eae 
Minsirnuarn Pesstivuon 133/16 Megs o' RAM 
A f you've grown up in the United States, it's very hard to | a 
understand how serious the rest of the world takes pee 
soccer. (or, ummm... football.) To put it in perspective 
think about this: referees have actually been killed for 
making a bad call. Countries have gone to war over the P 
results of a single soccer match. It's insane, but true. 


this better than anyone and has secured official 
licenses for every sports game they produce, including 
World Cup 98. Featuring the 32 official teams (plus 8 
others) and rosters from France '98, World Cup 98 
features every major player in the game. And shoulda 
player have been added to a country's roster after 
World Cup 98 hit the store shelves (England's Michael 
Owen for example...), EA has thoughtfully provided 
the ability to edit the players on the team right down to 
their facial features and hairstyle. Fox Sports Soccer ‘99 
takes the other road. Hoping to overwhelm you with 
sheer numbers, over 128 different national and 
international teams have been included. Of course, 
none of these are official teams or rosters and sadly 
most don't even attempt to mirror reality. No English 
Premier League, no German Bundesliga, not even 
Major League Soccer. It's just "Joe Nevada" vs. "Dan 
Tarino" all over again. 

It comes as no surprise to readers of this magazine 
that the biggest gains in PC games have come in the 
graphics department. That being said, | am still amazed 
every time | play World Cup '98. Itis quite simply, the 
best looking sports game ever created for the PC. EA's 
motion capture, player models, stadium models and 
superb textures blend together seamlessly to create a 
world so engrossing, you'll soon be taking it for 
granted. That is— until you try and play another soccer 
game. While slightly above average, Fox Sports Soccer 
99's graphics just seem dated by comparison. The 
overall polygon count for the individual players in 
Soccer '99 is lower and the amount and quality of 
motion capture does not come close to World Cup 98. 

_ Graphics aside, World Cup 98 can still learn a few 
things from Fox Sports Soccer '99. Both games feature 
crowd noise, chants and other sound effects, but only 
Soccer '99 features the option of play-by-play in 
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*FOX SPORTS 
SOCCER '499 


Sports games are such a cutthroat category 
and with 989 Studios (Sony) and FA about to do 
battle, you better come to play. 


Spanish. Like many a high-school student, | took 3 years 
of Spanish and promptly forgot itall. Even though I don't 
understand it, | still find the Spanish commentary much 
more fun and Fox Interactive should be applauded for 
recognizing that soccer in this country is still supported 
by a largely Hispanic audience. 

The most difficult part of any sports game is 
capturing the proper feel. Anyone can slap uniformed 
players on a field, but the talent comes in creating 

something that walks the razor thin line between game 
¢ and simulation. Using Gremlin's Actua Soccer engine, 
Fox Sports Soccer '99 attempts to walk the line, but ends 
up wandering into realm of the "arcade game." With 
players who race up and down the field as if they are 
badly in need of a drug test, Soccer '99 never captures 
the true feel of soccer. Besides the lack of adjustable 
speed, the fields have a confined quality that is almost 
claustrophobic. This combination of speed and lack of 
space virtually eliminate the passing game and forces 
you to aggressively charge the goal in the hopes of 
getting your shot off. Thankfully, the Al in Soccer ‘99 
features some fairly strong defense and goal-keeping to 
keep all the scoring from getting too out of hand. 
In sharp contrast to Soccer '99's arcade-like feel, is 
the beautiful balance struck by World Cup '98. Players 
run or sprint at the touch of a button and player control 
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:WORLD CUP 98. 


is firm and responsive. More importantly, fields are 
wide-open which not only opens up the passing game, 
butalso offers the player the chance to use EA's on-the- 
fly game tactics. By hitting a couple of buttons to call for 
an attacking press or an offside trap, you now have real- 
time control over the play calling. Combined with the 
normal array of managerial features, World Cup '98 
captures not only the pure adrenaline rush of the 
breakaway, but the strategic side of the sport as well. 

While a decent enough first effort, Fox Interactive 
obviously needs to re-think its plans for its sports lineup. 
As so many publishers before them have learned the 
hard way, the game has to come before the sports 
branding. Sports games are such a cutthroat category 
and with 989 Studios (Sony) and EA about to do battle, 
you better come to play. This is not to say that World Cup 
98 is perfect. The control can be overly complex for the 
beginner and it does lack the number of teams and play 
modes seen in FIFA '98 or even Fox Sports Soccer '99. 
Buteven with those faults, World Cup ‘98 accomplishes 
exactly whatit intended to do— recreate the fever pitch 
of World Cup play with unbelievable style. 
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eae Derek Warwick—Vauxhall 
on Pounded him out of the race. 
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He lost it at turn one. 


Nicola Larini—Alfa Romeo 
Ripped his tires off on the back stretch. 







Alain Menu—Renault 
Rammed him off the road. : e 





PC vorsion of TOCA Championship Racing, ©1998 Covomastors Limited and The Codemasters Sait 


Racing, ©1998 The Codemasters Software Company Limited, Alli ights roserved. Licensed) tr 

Company. Codemasters and the Godamastors logo are trademarks.of Cadamastors Limited) TO 
TOCA Is a trademark of TOCA Limited) Tho 300) Company, |s Using the TOCA trademark pul 
UIS) and/or other countries. PlayStation, and)the PlayStation logos are rogistered trademarks of: 


There are a lot of Voodoo 2 cards available now, and we get a lot of email asking us which is the best one to spend your hard-earned 
cash on. In the interest of serving the public needs, we sat down with eleven different cards and put ‘em through their paces. 

We tested each card on the exact same machine: a Falcon Northwest Pentium 2 300MHz with 64 MBs of RAM running Windows 95, 
We tested the cards with four demos of 3D hungry games: id’s Quake 2, Rage Software's Incoming, Acclaim’s Turok: Dinosaur Hunter and 
Forsaken. Each game was run three times with sync-to-vertical-retrace turned off at a resolution of 640X480 in order for Voodoo Graphics 
and Voodoo Rush owners to compare stats against their new big brothers. We also ran three Scan-Line Interleaved set ups to show the dif- 
ference in single versus dual arrays. 
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60.65/60.95/61.0  esa/ea8/638 | 








Creative 12MB 
Diamond 8MB 63.6/65.1/65.1 
GI MaxiGamer12MB 5/LTI/5545/55:34 





Metahyte 12MB 


72.28/12.25/72.34 94.91/54.3/56.3 191.74/134.45/134.45 | 53.43/53.49/53.45 
62.48/62.54/62.59 | 66.2/68.7/66.5 183.78/128.03/134.13 | 67.6/67.94/68.02 


Hercules 12MB 


Ohsidian2 S-12 


94.56/54.48/54.27 | 65.9/66.0/66.1 122.68/125.83/123.46) 75.00/76.24/15.36 

























Diamond 12MB | 62.12/62.53/62.07 | 673/657/65.0 _| 132.26/133.07/132.31 | 75.32/1461/16.02 
Ohsidian2¥-24 | 62.65/62.68/6279 | 68.9/68.1/679 —_| 175.48/179:38/179.99 | 100.82/102.74/10147 
SLI MODETESTS a aN ‘ 












he FF > 
Quantum X-24 68.9/68.7/67.9 68.5/68.7/68.4 61.5/62.8/62.5 


Canopus PuresD Il SLi 67.5/67.5/67.3 66.1/66.7/66.3 60.05/59.7/59.9 
Diamond 8MB SLI 64.7/66.5/67.01 65.0/61.6/57.1 61.9/60.0/52.1 
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; f x / j end to be rock solid, chose an interestin route: th ( 
px don require a whole lot of tweaking from the manufac- popular freely SATE 3D cone aeons He 
clei The real winner in terms of speed is, of course, _ with their products ell 
ase Saeeee nae ee not ee is eokine F Diamond, STB and Orchid each offer the full version of 
= ion. Eac Ctivision’s excellent Batt! i j 
game had one card that (barely) edged out the rest, b i ecific batch Rehr cable ee eae 
ne h ,butthe ter with the 3Dfx-specific pat i i 
acted asses close together. What differentiates the _ site. The at and eee nee uae nthe al 
raware are the extras: software bundles, display tweaking OEM version of Incoming, which saheckote aaa 
software, cooling fans, what have you. tion demo in and of ‘gel ee ee ee 


Most b i i 
ost boards offer some kind of bundle, either demos or Metabyte is trying to bump themselves ahead of the pack 
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CanonusPuresDil =| 71.31/1156/71.44 90.8/61.9/66.2 129.64/125.46/133.49| 76.97/77.11/16.74 | 








Tons of demos 


_| $599.89 
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MSRP Software Extras 

$229.99 (w/rebate) anixPoste: MegaMonserreate ote 

$299.99 Battlezone, JKdemo, Incoming, GPolice demo, FinalReality | none 

$229.99 milla Unique Transformation & Lighting Engine code 

$229.99 EE HercMeter, Hercules Touch display util, $475 for2 
es SS eee 
s099 ee 7 
$279.99 (w/rebate) 3Dfx Poster, MegaMonster rebate offer 
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with the inclusion of H3D’s LCD stereoscopic glasses — a $99 
value by themselves — with their Wicked3D for $299. The 
H3D glasses are really cool, not the typical dorky “Y/R” crap 
from the days of old. Canopus’s Pure 3D II has included clean 
TV-out, a cooling fan on the frame buffer chip, and their own 
gamma display utilities that are more irritating than useful. 
They've also designed their new Witchdoctor Total3D 128DX 
board (an AGP NVIDIA Riva 128 board) to work with the Pure 
3D Il through a “reverse pass-through” process, which 
squeezes a smidgen more performance out of the Pure 3D tl 
while reducing image degradation from the typical pass- 


651/64.13/65.23 
65.0/64.83/6465 
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$599.98 





through cable system. 

To cut to the bottom line, take a look at the scores we have 
here, check out the goodies that come with the package, then 
hunt around for the best available prices. Call around to some 


local computer stores and check the internet for sales or dis- © 


counts before committing. The prices we have listed here are 


not set in stone, and will begin wildly fluctuating close to the ~ 


holidays as more companies release Voodoo 2 cards. Find the 
board that best suits your needs and grab that card. You won't 
be disappointed with the results. 
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Check Our Our NEw GamineG WEBSITE 
DIAMOND UNDERGROUND 


Want a killer 
http://www.diamondmm:com/underground 


experience? 
Just check out 


Diamond’s 
new Monster 3D Il. It's the fastest 3Dfx 
Voodoo2 graphics weapon ever. Monster 3D II 
gives you more speed, more action, and more 
gaming power! It even works with your existing 
graphics card to deliver outstanding 3D depth 
for the most realistic gaming images. 


FASTEST Voopoo2 Action! 
Monster 3D II features: 


°Screaming performance 
at over 60 frames 
per second 


eAdvanced MEGAMonster™ dual card 
feature for over 100 fps at 1024 x 768 gaming 


Glide (Voodoo, Voodoo), Direct3D, 
and OpenGL acceleration 


Superior resolution support at 
800 x 600 with Z-buffer 
8MB Z-BuFFERING: THE MONSTER ADVANTAGE 
8MB of memory allows Monster 3D Il to 
perform Z-buffering, so you can play games 
like Quake II Hexen II} Jedi Knight Turok™ and 
more in 800 x 600 with incredible depth perception. 





LIMITED TIME OFFER FOR MONSTER 3D OWNERS 
Get a $50 Upgrade Rebate 


A A 
| _ gi ea _ a « when you buy Monster 3D Il. 
‘ | > | 1 | | See retail box or diamond website for details of the mail-in-offer. 
: > : 
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e.. 2a 












MONSTROUS GAMING BUNDLE | 
Monster 3D II comes with a collection oftoday'shottest | 
3D games, including the Limited Edition Star Wars 
e Pack from Lucas Arts — a Diamond exclusive! 






a 













a 





| 
| 


. MEDIA 

















Screenshots of Shag Weigior “courtesy of 3D/Realms” Entertainment. 7 
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Companys Sony Electronics 
Price: ‘9000.00 


Lately, companies coming in to the 
Voodoo offices for software demos have 
been completely overwhelmed by the 
humongous monitor crouching against 
the wall. Firing this baby up usually caus- 
es the guy running the demo to scoot 
back a few feet in fear. This is no ordinary 
TV; the KL-W9000 is a top-of-the-line 
Sony LCD Projector housed in a self-con- 
tained unit. This monitor weighs in at a 
mere 106 pounds, and is only 22 inches 
deep, but the amazing quality of the dis- 
play coupled with the perfectly flat 
screen makes it seem even larger, while 
being able to fit itin almost anywhere. 

One of the many great things about this 
beauty is the fact that it’s not actually a 
TY, but a multiscan monitor capable of 
supporting resolutions up to 800X600 — 
perfect for Voodoo 2 games. There are 
RGB inputs on both the front and back of 
the monitor, as well as a number of RCA 
and S-Video inputs for home theater and 
game consoles. This monitor may have 
been designed for the boardroom origi- 
nally, but fits in perfectly in a game-inten- 
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Company: Muantum 30 
Price: 099.99 


As you can see from our Speed Wars 
benchmarking tests from the preceding 
pages, Quantum’s new baby is both one 
of the fastest and one of the most expen- 
sive Voodoo 2 boards available. That's 
because once again Quantum has deliv- 
ered a single board with twice the power 
of vour average Voodoo 2 card. While a 
lot of companies are quite happy to take 
the low road (merely shipping 3Dfx refer- 
ence boards and drivers with slight tweaks 
or pack-in software), Quantum 3D is 
doing it differently. Again. 
Quantum has taken two separate Voodoo 
2 chipsets (six chips in total, counting both 
frame buffers and the four texture memo- 
ry units) and bridged them together with a 
33 MHz chip. The board also boasts a 
whopping 24MB of 100MHz video mem- 
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TEST LAB | 
Sony a0” KL-WY000 Monitor 


Quantum 30 Ubsidian2 X-24 


sive environment. 

The KL-W9000 is a 
widescreen (16:9) for- 
matted monitor, which 
is not only great for 
DVDs and Laserdiscs, 
but also for games that 
support the format. A 
few games already out 
(Forsaken and Unreal to 
name two), and a number of 
upcoming titles (including Blood 
2, Prey and Duke Nukem 
Forever) support this 16:9 mode, 
as developers prepare themselves 
for the imminent arrival of digital tele- 
vision. You can also switch between wide 
and conventional aspects with the touch 
of a button if the screen becomes overly 
stretched. 

| have seen a number of LCD-based sys- 
tems in the past, but none of them have 
been able to match this one in terms of 
color and clarity. Colors explode off this 
monitor thanks to Sony’s unique Dichroic 
Mirror and Prism Assembly, which com- 
bines the red, blue and green signal ele- 
















ory. The result is SLI performance 
(faster speeds, higher resolutions) 
without taking up that extra PCI 
slot. This is quite a handy piece 
for those people looking for the 
ultimate 3D performance in a 
crowded machine. 

Glancing at the card reveals that this is not 
your average reference board. The X-24 is 
very long, although not quite as out of 
control as their last piece of mega hard- 
ware, the Obsidian 100SB. The 100SB 
needed to be wrestled into your case in 
the last possible PCI slot. The X-24, on the 
other hand, is big, but manageable. 

The driver tab in Display Properties is 
nicely arranged to let you adjust screen 
resolutions and refresh rates, turn V-Synch 
on or off for the fastest possible perfor- 
mance, adjust your gamma, overclock the 
chipset (not always a good idea) and 





ments for accurate, uniform color and 
high resolution images. And, by housing 
the projector within the unit, Sony elimi- 
nates the need to turn off all the lights in 
a room to see the picture. If you have the 
means, | highly recommend picking one 


up. 


by Chris Kramer 










adjust the TV out settings to your liking. 
The price of the card may make you blink 
a bit, but when you think about it, you're 
actually getting two cards, not one. 
Compare the X-24's cost with purchasing 
two separate cards (and taking up both 
slots), and you'll see that it’s right in line. 
Toss in the S-Video and composite TV-out 
connections, and you've got yourself a 
very nice package. 
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Mac Ficasso 540 with 3D Overdrive 


Company: Village Tronic 

Piriees ‘199.99, 9399.99, (549.99 bundled) 

Village Tronic, the engineering wizards known for their 
graphic accelerators and circuitry for the Amiga, have man- 
aged to create an awesome 2D/3D combo that incorporates 
some of the most innovative and powerful Voodoo 1 features 
that I've ever seen on the Mac or otherwise, 

The MP540 is a graphics card containing 4MB of 10ns 
SGRAM running at 100mhz and has a “Harlekin” praphics 
chip with integrated 200MHz RAM DAC. I's 2D perfor- 
mance is on par with that of a Power Macintosh G3’s and has 
similar resolutions. 

The card also comes with it’s own extensive monitor control 
panel, which offers a lot of impressive features, such as tim= 
ings (to work with virtually any monitor ever made), multi- 
monitor settings, gamma correction, screen shifting and 


several other options. The MP540 is a modular design that 
couples together with the 3D Overdrive. A big benefit of this 
architecture is that there is no need for pass-through cables 
or adapters, this results in clearer video output to the moni- 
tor. 

The 3D overdrive is where they really out-did themselves. 
They have managed to support 2D and 3D at the same time 
which no one, up ‘til now, has been able to do, This means 
that not only is the 3Dfx chipset capable of playing games, 
but it also leads itself to 3D rendering and modeling pro- 
grams with killer real-time viewing and rendering. 

The Overdrive has 4 MB ofttexture memory and 4 MB of in- 
ear frame memory, which allows for high resolution render- 
ing in windows up to 1600X1200 (in thousands of colors). 
960X720 is supported for gaming and 3D design. The clos- 
est competitor can only go 640X480. 


www.microsoft.com/praducts/hardware/sidewinders/tilt/default.htm 


Microsoft Freestyle Pro 


Company: Microsoft 
Prices °29.95 


Here it is, the third issue of Voodoo Magazine, 
and once again we find ourselves looking at 
another fine piece of Microsoft gaming hardware. 
Kudos to the Washington crew on making a con- 
certed effort to produce excellent game con- 
trollers, while simultaneously plotting to take over 
the world — it must be quite an exhausting 
agenda, 

The Freestyle Pro is sort of like a larger version of 
the excellent Sidewinder pad which looks even 
more like a PlayStation controller and fits quite 
comfortably in the palms of your hands. The kick- 
er on this baby is the unique tilt-sensor housed 
within the unit. Microsoft is attempting to take 3D 





www.madcatz.com 


games into actual 3D space by giving you the 
ability to control your game with physical move- 
ments. Best of all, because it’s using DirectX’s joy- 
stick API, games do not have to be specifically 
designed to support the Freestyle’s tilt sensors (but 
it does help). 

So far, the best applications we have seen for the 
Freestyle have been racing games. The pad ships 
with a full version of Microsoft's own Motocross 
Madness, an excellent game on its own (see our 
review on page 82) that comes to life with the 
Freestyle pad. By tilting your controller left or 
right, you're able to turn your motorcyle, as well 
as control its angle by tilting up or down. 

If you have problems with the tilt sensor (menus 
tend to react strangely to it), the Freestyle Pro has 


Mad Gatz Panther XL 


Company: Mad Catz 

Prices 174.95 

Mad Catz has had some real hit and miss prod- 
ucts in the past, but the new Panther XL joystick 
and trackball combination is one of their best 
pieces in recent memory, combining a basic 
flight stick with First Person Gaming's 3D 
Assassin trackball. 

Old school mouse and keyboarders may have a 
difficult time adjusting to the trackball at first, 
but the learning curve is remarkably short. 
Within a few minutes of installing the software, 
[had found comfortable configurations for both 
Unreal and Quake 2, and was soon killing ata 
fairly steady pace. The ability to zing the track- 
ball around makes for some incredibly fast 


turns, crucial for those dark first-person hall- 


ways. The fluidity of the trackball’s movement is 
much faster than pushing a mouse around, and 
gives you much greater mlook control. Plus, the 
trackball lights up, providing spooky mood 
lighting for those late night sessions. 


There’s five buttons and a cheesey throttle 
across the large base of the controller, compli- 
menting the two hat switches and four buttons 
on the stick itself. Having this many buttons 
allows you to assign all sorts of crazy functions 
to the Panther XL. The default Quake 2 setup, for 
instance, lets you switch weapons with the hat 
switches, bringing up weapons much faster than 
having to move your hand across to the number 


buttons on your keyboard, 
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PAM aus! === 
Where's the catch? The price (especially since it’s based on 
theVoadoo 1 chipset). It does come packed with about $200 
insoftware, which helps a little. 
So, is it for you? If you're just looking to play games on your 
Mac, probably not, go for a lower priced card. But, if you 
want the highest quality MAC 3Dfx card on the market that 
accelerates 2D/3D/Rave/games/movies, and you want it 
nowy, then “Yeah, Baby, Yeah”. Personally, I'd wait for V1's 
Voodoo 2-hased product, coming soon. 


SS 


CAME UST OK POWERFUL 


by Dave Silviera 






























































a handy button on it that 
shuts off the tilt functions 
and allows you to use the 
regular directional pad. 

The Freestyle Pro does have a bit of a deadzone 
that can make accurate turns a bit tricky and not 
all games are working 100% correctly, but this 
controller does show great potential. Once 
enough developers get these babies, I’m sure 
you'll see tons of games shipping with native sup- 
port built in. A nice gimmick, but I’m still more 
partial to the Sidewinder Pad. 





















































by Chris Kramer 











This controller is not going to be for everyone, 
but it does provide an interesting alternate way 
to crash through 3D games. Mad Catz provides 
a great deal of technical support on their web 
page to help you get your games up and run- 
ning, but many of the newer titles are shipping 
with trackball support built in already. Give this 
baby a whirl if you're looking for a new death- 
match edge. 






















by Chris Kramer 
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FINAL WORD 


3Dfx has rightly received credit for its fast, innovative family 
of Voodoo chipsets. Less well known is the major role the Glide 
API has played in allowing games to take full advantage of the 
capabilities of the hardware. Glide is the perfect game 
development API in an era when hardware is rapidly getting 
faster, cheaper, and more capable, First, though, it's necessary 
to reprise a little history, as well as the role of griphics APIs in 
the game development proces: 

Glide dates back to 1995, an ancient era for the PC and 3D 
graphics alike. CPU cycles and memory were still scarce 
resourves:t 133 MHz Pentium with 16Mb of RAM was considered 
a fast system. Hardware 3D acceleration was practically unheard 
of except on expensive Unix and NT workstations. 

The 3D graphics API situation was equally grim. OpenGL 
(the only real standard at the time) was burdened with features 
either irrelevant to or too slow for games, and was supported 
well only under NT. 

Although third party renderers like 3DR, RenderWare, 
RenderMorphics1 and BRender existed, the most sophisticated 
developers wrote their own — at great expense — from scratch. 
These typically had multiple levels of optimization.At the highest 
level, techniques like culling were used to minimize what had 
to be drawn. Where drawing was unavoidable, clever hacks were 
developed, like alternating the Z sense in order to merge frame 
rendering with buffer clear. Critical paths were identified and 
coded in assembly language. 

To gain the absolute maximum performance, display drivers 
were bypassed in favor of writing directly to the registers of 
the graphics card. This required knowledge of the register 
sets of every griphics card,a non-trivial task since these varied 
widely from vendor to vendor. With the earliest so-called "dumb 
frame buffer" cards this was not too difficult because most of 
the accesses were memory writes corresponding to individual 

celeration features like bit BLTs and 
line drawing became common, however, the cost of supporting 
every gniphics card became prohibitive. 

The advent of 3D acceleration pushed this approach to 
the breaking point. Voodoo chipsets, for example, have literally 
hundreds of registers that interact in complex ways.To expect 
developers to master this would have severely limited the 
number of games developed. Worse still, all this work would 
have to be redone every time new hardware came out, 
threatening compatibility. 

Glide addressed these problems in several ways. Just by hiding 
Tegister accesses, the time to get a simple “hello world" program 
running was reduced from a week to an hour. By putting Glide 
in a shared library, the same game executable could run on 
multiple chips laking Glide a thin layer over the hardware 
held performance losses to within 5-10% of the direct approach. 
And by writing Glide to be portable, it could be made available 
under Windows, arcade games (which often run on non-Intel 
RISC processors), and even the Apple Macintosh. 

Glide proved to be immensely popular with developers. 
Those with investments in software renderers found it easy 
to replace their lowest layers with Glide calls, resulting in dramatic 
gains in performance without sacrificing higher-level 
optimizations. Porting existing games 
than half a day. Freed from the drudgery of register-level 
programming, developers could focus on gameplay and visual 
effects, in particular the new eff bie through such 
pioneering Voodoo Graphics fe: mipmapping, 
perspective-correct texturing, Z- and W-buffering, chroma keying 
and alpha blending. 

To date, Glide has been through three major incarnations. 
Glide 1.0 supported Voodoo Graphics only,and is now obsolete. 
The bulk of existing games are based on Glide 2, which was 
introduced in 1996.The latest version, Glide 3, has enhancements 
to take advantage of newer hardware features like triangle stri 
and fans, as well as an extension to ease the introduction of new 
features in the future.To avoid compatibility issues, Glide 2 and 
Glide 3 are supported on all 3Dfx chips 

Rapidly evolving hardware is a fact of life in the PC industry, 
both a boon and a bane for vendors and ends like. In 1998, 

400 MHz processors are becoming common, and the cost of 
memory has dropped by a factor of ten. 3D acceleration is 
ubiquitous, and newer games require acceleration to play 
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properly. Direct3D,and to a lesser extent, OpenGL, have become 
established as gaming APIs. In such a turbulent environment, 
what are the characteristics of Glide that continue to attract 
bleeding-edge game developers? 

Despite the wonderful features they expose, it's important 
to remember that Glide or any other graphics API is merely a 
tool (albeit an indispensable one) for game developers.A good 
API can't make up for poor game design, nor can it substitute 
for creativity, Nevertheless,APIs are not created equal:an API's 
quirks can influence game design by gratuitously making some 
functions easier or harder to perform than others.To quote the 
late psychologist Abraham Maslow, “When the only tool you 
have is a hammer, every problem begins to resemble a nail." 

Across the spectrum between certainty and flexibility, Glide 
falls strongly towards the latter end. The Glide philosophy is 
to expose the complete set of hardware capabilities in as neutral 
a fashion as possible, imposing no restrictions on (or making 
assumptions about) how features are combined beyond the 
limits of the hardware itself. 

The original advertising campaign for Voodoo Graphics 
featured the tagline "Absolute Power, no Consequences.” This 
referred to the fact that hardware features could be enabled or 
disabled in any combination without affecting performance, 
freeing developers to focus on gameplay rather than hardware 
tradeoffs. This tagline applies equally well to Glide. 

Glide API focuses purely on games, another key feature. This 
is important because games have very different characteristics 
from other applications, even other graphics applications. Most 
computer applications are written to perform a work-related 
task. They are judged by how well they satisfy their functional 
requirements, with an emphasis on maintainability and longevity. 
Software life spans are measured in years or even decades, and 
features gridually accumulate over ume. 

Games, by contrast, exist purely for entertainment, and their 
life span is measured by the length of time consumers find them 
entertaining. Games compete not with other software (besides 
games), but with other forms of entertunment such as movies 
or music, which are similarly short-lived. 

For 3D games, this situation is compounded by the rapid 
increase in speed and capability of the underlying hardware. 
Games based on software renderers are being displaced by 
games that take accelerated textured primitives for granted. 
These will, in turn, be displaced by games that take advantage 
of whizzier features like bump mapping or anisotropic filtering. 
When the hardware is evolving so ripidly, even popular games 
tend to feel stale after a few years (when was the last time 
you played Doom)? 

This is not to deny the importance of good design, but it is 
a fundamental reality that changes in technology create new 
opportunities for entertainment. Conve: , creators of 
entertainment can influence the direction technology evolves, 
e.g. by delivering wish lists and feature requests to the 
technologists. 

Hardw: pability is evolving faster than standards can 
keep up. For example, multi-texturing, which has been in Glide 
since the beginning, is only now showing up in OpenGL and 
Direct 3D. Glide permits the rapid development of games 
exploiting the very latest features, giving developers an edge 
over titles based on conventional standards. The wider range of 
hardware features, coupled with the ease of combining them 
through Glide facilitates an exhaustive exploration of the "feature 
space" of the hardware. In the hands of a skilled developer, 
the result is not just added visual flash, but being the first to 
exploit the latest technology to create new forms of 
entertainment. 

The ease of using Glide is enhanced by a free webdistributed 
SDK that includes copious documentation and example 
programs, backed by <tensive support network (both on 
the technical and marketing side) of 3Dfx employees. This 
enables developers, both large and small, amateur and 
professional, to get off the ground quickly. 

Gamers get the best of all worlds: assurance that any game 
will run as fast (and with the highest visual quality) as possible, 
early access to new games utilizing the latest features, and 
protection from both hardware and software obsolescence. 


SDHcthteractive Salutes the Independent Developer 
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The Evolution! of a Legend: 
250 Watts. 6 Speakers. 3 Graphics processor's And the history to know how to use them. 























“This is the company that created the Gaming PC. 

Falcon Northwest was marketing high-end computers to 
gamers since before other computer makers knew such a. 
market existed. The long tenure has given Falcon 
Northwest a distinct advantage; to be frank, nothing else 
we’ve seen comes close to the gaming power in the ever- 
evolving MACH V.” -PC Gamer 


The Falcon MACH V series of 
custom built PEs has been in 
| production'since before there were 
| competitions to judge them - before 
there were awards to be won. In that 
history many big-name challengers 
and/small-name imitators trying to 
cloneour systems have come and 
gone. There will'always be those that 
try to. copy instead of innovate. A 
copy is never.as goodias the original. 
Own'the legend. 


Falcon Northwest Computer Systems 
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Custom built PCs starting at $2,495 for game playing, 
game Ceo al or even getting some work done. 
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